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E THE BIG ONE? 


NEW FEATURES FOR THE SNES 

•5 Player simultaneous play with 
Hudsonsoft Super MultiTap 
•New pass power meter for inch-perfect passing 
•Enhanced EA SPORTS StadiumSound™ 
•Improved player graphics 
•30 all new chants 


•New reverse angle instant replay 
•New slow motion replay 


•New Man of the Match award 
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The FIFA logo is © 1977 FIFA/DEYHLE. Used under license by Electronic Arts. EA SPORTS, 
the EA SPORTS logo, StadiumSound and If It's In The Game, It's In The Game are trademarks of 
Electronic Arts. All rights reserved. Software © Electronic Arts 1994. 
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This action is as fast 
as the real thing " 
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7 played Gator until 
my fingers bled but 
this is in a 
different league " 
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"Fans seeking the 
nearest 

approximation of the 
real thing need look 
no further" 
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"What an excellent 
game to have in your 
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FINAL BIT Andy here. Tim's not around at the moment so it's down to me to write this Final Bit. It'll be my first one and my last too 'cos I'm leaving NMS to go and make pots more 
cash selling dodgy games for the Sales Curve - have I told you all how good Mr Tuff is yet? Anyway, as is customary on these occasions, I would like to say how much I'll miss work 
ing with everybody here at NMS. If that was actually the case. Tee Ho. Can't say that I'll be missed by any of this lot though - they can't wait for me to leave so's they can have my 
job. However, it is you - our beloved readers - that I'll miss the most of all Probably. Anyway, I'm off. Oh yeah, just do me one last favour and try not to think too harshly of me next 
time you're playing Lawnmower Man. Cheers. 




PS. If you were unfortunate enough,to miss 
last month's combat cards don't call us, 
phone our back issue people (number in the 
panel below). They'd just lurve to hear from 
you. 


TIM BOONE 


By crikey we're proud of our latest issue - and 
justifiably so too. We feel a warm glow on the 
inside as we present long-awaited reviews of 
all the top-quality Football games, including 
FIFA Soccer, World Cup Striker and the 
brilliant World Cup USA 94 from US Gold. 
Our chests start to swell quite alarmingly as 
we unveil TOTALLY EXCLUSIVE previews of 
Konami's Sparkster and, of course, 
Virgin/Hudsonsoft's Super Bomberman 2 
amongst others. And our heads positively 
EXPLODE because of the INCREDIBLE 12- 
PAGE SPECIAL all about the game that is set 
to take the Super NES by storm - Nintendo's 
brilliant Super Metroid. But c'mere, there's 
more. Don't tell anyone but we have blister¬ 
ingly hot news regarding Nintendo's new 32 
Bit machine too. I tell you, this issue is so-oo 
hot it ought to be reported to the fire brigade 
so don't just stand there letting it burn a hole 
in your hands - get reading!! 














I S S U E ( 

WEM-BER-LEE, WEM-BER 
LEE! 


This month we've gone stark-raving 
flipping football ker-azy! For not only do 
we present for your gaming pleasure the 
long awaited reviews of FIFA and World 
Cup Striker (Super NES and Game Boy, 
mark you) but we have at last got Tim and 
Paul's fave footy game of the year - World 
Cup USA 94 and it's the best of the lot! 
Turn to page 78 immediately. 


SUPER 
BOMBER 
PAGE 28 
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@BOXTEXT:Banish 
those oh-so-pesky Wario 
sketching disaters with 
our amazing free gift this 
month - Wario stencils! 
Just imagine those happy 
hours of mistake free 
scribbling thsat lie ahead, 
and try not to think too 
hard about being hauled 
off "down the station" 
when you get caught 
doing it on the local bus- 
stop. 
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IRREGULARS 


TELLY COMP 


OO YOO LOOKIN’AT? 

Those in search of NMS Battlecard ful¬ 
fillment will doubtless be on Cloud 9 to dis¬ 
cover the remaining cards needed to com¬ 
plete the incredible set attached to the 
front cover of this very issue. Now you can 
stroll into your local arcade with your 
heads held high secure in the knowledge 
that you can whoop the skinny asses off all 
challengers. Unless some big lads come 
and give you a dead arm and nick 'em of 
you that is. 


NMS REVIEWS 

WORLD CUP STRIKER 38 

PAC-MAN 42 

MS PAC-MAN 44 

SUPER METROID 53 

WORLD CUP STRIKER 74 

ALCAHEST 
WORLD CUP USA 94 
MAGIC BOY 

ASTRO GO GO 82 

SUPER PUYO PUYO 8 * 

TIME TRAX 86 

KING OF DRAGONS 88 

SPECTRE 90 

FIFA SOCCER 92 

KING OF THE MONSTERS 94 


SPECIAL 

PREVIEWS 


SUNSOFT FEATURE 
SPARKSTER 
SUPER BOM BERMAN 2 
SUPER ICE HOCKEY 
SPEED RACER 


SMALL 


HOLD THE BACK PAGE! 


Kicking, biting, scratching and Chinese 
burning its way in just in time for this issue 
is Capcom's latest 34 Meg wrestling 
extravaganza - Muscle Bomber. The four- 
player grapple-fest is currently making 
heavy indentations in the NMS working 
schedule, so don't just sit there wondering 
what all the fuss is about - turn to page 
110 or we'll send a large man in tights 
around to do it for you. 


KIRBY'S PINBALL 
TETRIS BATTLE GAIDEN 
JIMMY CONNORS 
MR NUTZ 
STRIKER 

MYSTICAL NINJA 
WOLFENSTEIN 
JURASSIC PARK 
AND MANY MORE... 

AND STACKS MORE! 

PLAY GUIDES 

WARIOLAND - 65 
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PROJECT REALITY OR VIRTUAL REALITY? 


"We are going to open up a new field for 
entertainment". Hiroshi Yamauchi, President, 
Nintendo Company Limited. ( NCL ) 

Nintendo are to release a 32-bit machine 
in time for Spring 1995! Though development 
for the 64-bit Project Reality machine is still 
underway - promising unbelievable possibili¬ 
ties - the standard set for this as yet unnamed 
kit is a little easier to comprehend. VR. 

Virtual Reality! 

For a price projected at less than £200, 
and a mere £120 seeming extremely likely, 
games players across the globe are soon to 
experience virtual reality in their homes. 
Incredibly Nintendo claim this machine does 
not depend on a head-mounted display 
(HMD), LCD eye goggles or even a TV set to 
achieve its goal. Rather the new hardware, 
according to Hiroshi Yamauchi, "is going to be 
super VR by which you can experience virtual 
reality without HMD." And this with software 
costing less than current Super NES titles, 
maybe even £30? 

Though the whole thing does seem crazy, 
bear in mind Nintendo are working closely 
with a US company in the development of new 
projection technology. Curiouser and curi- 
ouser... 



(ABOVE) All these images were made with the Silicon 
Graphics System. Will we now ever see their like on a 
Nintendo system - or are they much, much closer than we 
think? 



SpiesRUs 

An NMS contact has seen what there is of the machine, and 
revealed to us EXCLUSIVELY that it looks destined as an add¬ 
on for the Super NES. The 32-bit up-grade sits atop the Super 
NES in a fashion similar to the up-coming Super Game Boy, 
only in this case making every existing format look very basic 
indeed! New console or Super NES peripheral? The latter 
seems most likely. Nintendo VR is being prepared for demon¬ 
stration in mid-November in Tokyo - alongside the first exam¬ 
ples of Project Reality software. NMS are closer to the truth 
than you think. As soon as there is more information NMS 
readers will always be the first people to know. 


0 ANNOUNCE 
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There was no reason why NMS should get excited 
about Spring ECTS 1994. However we did! Actually we 
knew Nintendo had something new and were looking 
forward to discovering some red hot information 
about just about everything and anything. We didn't 
walk away dissappointed... 


Comic super-heroes are always subject to dodgy translation when 
being handled by anyone other than their creators. This is one area 
where Malibu comics have no worries. Through their Malibu 
Interactive subsidiary, the company are planning to feature their 
Ultraverse character Prime on the Super NES. It's highly likely they'll 
do a good job too, especially since their Time Trax game 
written for THQ is so cool! 


Once inside the Nintendo j 4HB| 
enclosure visitors were 
attracted to the banks of | 

monitors displaying Stunt- p 

complete the game is pre- 

sented well and is fun to I p 3 J 

play, offering a fresh I 1 ° _ 

approach to the racing- t^=^p===^- 

game concept. ( TESS ) 

Lining another wall were — — 

SUPER METROID - as seen 
in our 12-page special this very issue, Kirby's 
Special Tee-Shot - a golf 

game as only Kirby knows ~ 

ner, Namco's Pac-Man and 

sion enlisting the help of 

NES and Game Boy formats osere If acxasxscF^ 
this year. The arrival of a9] jL- 

Donkey Kong '94 on Game 

Boy is exciting not only because it's a great conver¬ 
sion, with extras, but it's also the first Super Game 
Boy product. Unfortunately the Super Game Boy 
hardware wasn't available to view. 


Spectre took pride of place on Gametek's stand. See this issue's 
review for more info. Also being pushed in a not small manner was 
Super Troll Islands featuring those oh-so unfashionable cults from 
yesteryear - the Trolls. The basic idea behind this platform romp is to 
restore colour to the beleaguered Troll Islands by spreading love and 
happiness, or summink. The game features four trolls, 10 huge levels 
including special "party" stages and some cute samples. Other titles on 
display included Pinball Dreams, Humans, Utopia and Zool. 
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The big news from French developers Ubisoft was John 
Madden Football for the Game Boy. The game plays very 
similarly to the Super NES versions with all the plays and 
teams but, alas, fewer players. The Game Boy's limited mem¬ 
ory capacity has dictated that only eight players per team can 
participate, but given the 'Boy's small screen this really 
doesn't seem to make that much difference and the presen¬ 
tation is great so who gives a chuff! 


Electrobrain had three pretty cool-looking 
products on their little stand. World Soccer looked 
good with its 96 teams, detailed players and 
mode-7 pitch. Boxing Legends Of The Ring 
impressed with its speed, realism and choice of 
several old-time boxing greats. But the big star of 
their stand was Vortex which keen readers will 
recognise as the game formerly known as 
Citadel, developed by 
Starwingers, Argonaut, in 
which the morphing 
assault-suited player 
takes to the SFX land¬ 
scape of the Deoberon 
System in a fierce bat¬ 
tle against the dread¬ 
ed Black Troop. More 
on these very promising 
titles soon. 


Activision had several new prod¬ 
ucts. Firstly was X-Kaliber 2097, a 
futuristic slash and beat 'em up fea¬ 
turing music by "well-known" rave 
act Psykosonic - never heard of 'em. 
Next was - Radical Rex - which fol¬ 
lows the adventures of the epony¬ 
mous hero as he takes to his skate¬ 
board across ten levels of prehistoric 
mayhem. But by far the most impres¬ 
sive game was Pitfall: The Mayan 
Adventure, a 16 meg Flashback- 
esque platform romp based on the 
creaky old Atari VCS 2600 game of 
the same name. Kroyer Studios who 
produced the film Ferngully did the 
animation with smart sound effects 
by Soundelux Media Labs who did 
the noises for Cliffhanger. An 
autumn release is planned for this. 
Can't wait. 
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Quality not quantity seemed the 
general rule at the Konarni booth, 
with only Sparkster and Tiny Toon 
Olympics being shown behind 
losed doors. Sparkster is featured 
as Work In Progress on pages 24- 
26. As for features on the Tiny 
Toons game, fans of Buster and 
Babs et al will just have to wait a 
while longer. Waah! 


i 

i 
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ELITE 


It was pretty much the 
same story on the US Gold 
stand with the only really 
new product, aside from 
the forthcoming Super 
NES titles World Cup 
'94 and Incredible 
Hulk games, being 
World Cup / 94 for the 
Game Boy. Fortunately 
this seemed to be a 
pretty faithful to the 
Super NES version, 
which is great news 
for Game Boy own¬ 
ers but no use to 
jaded journos tiring 
of a rather dreary 
show. 


Elite too are developing a SFX 
game although they reckon their's to 
be a little different. Called 
Powerslide it puts the player in con¬ 
trol of a range of rallycross cars, all 
based on yer actual vehicles, and 
uses a patented system called Virtual 
Modelling to give fully interactive 
landscapes and split screen two- 
player action. The idea being to give the most 
realistic driving simulation yet. Should go down 
well with the kids! 


MICROPROSE 


Oh dear, not a lot to see on the Microprose 
stand that we haven't seen already. Nothing, In 
fact. Still we can comfort ourselves in the knowlege 
that Chaos Engine is due out in June and we've 
got both Tinhead and Star Trek to look forward to 
so mustn't grumble. 
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VICTOKAI 

Yoshi's Cookie was the star of this stand with 
various industry-types battling it out for the much- 
coveted Cookie T-Shirts. Our own Paul had to give it 
three attempts before the Vic Tokai rep accepted his 
bribe and handed over a shirt. Also on display was 
L.U.C.L.E for the Game Boy in which the player con¬ 
trols an articulated space pod as it swivels around 
30 hexagonal alien environments in an attempt to 
locate energising zones - and all this against the 
clock, sadly, like most other stuff at the show, 
L.U.C.L.E isn't going to be released until much 
later on this year. 



IMAGINEER 

Even when soccer's style-guru and bad boy Ian 
Wright wasn't in attendance, the Imagineer stand 
was buzzing! Kick Off III, for the Super NES, was 
the game creating the inevitable stir, attracting 
many fans the entire show. 





Despite having eight titles planned for the 
coming year, Ocean have only developed 
two of these themselves! Rock n' Roll 
Racing and Clay Fighter are presents from 
Interplay. FIFA Soccer and Mario Andretti 
Racing on the Super NES plus Desert Strike 
for the Game Boy are hot from Electronic 
Arts! 

Ocean's own games are no less impres¬ 
sive though with Soccer Kid, Green 
Lantern and The Shadow continuing their 
fine tradition of platform games. 


There were several points of interest at System 3, but that's enough about the stat¬ 
uesque women employed to attract sad journos to the stand! The company had three cool 
new titles on show; Putty Squad, Ferrari - Race of Champions and Desert Fighter. All 
for the Super NES. 

Putty Squad features Super Putty - the chameleon-like Super-Hero. Putty's new title is 
more like a platform-adventure this time around, and promises a wide range of abilities so 
NMS are keeping a keen eye out for this little sucker. 

Ferrari - Race of Champions is better known as Exhaust Heat II. Originally pub¬ 
lished by Seta for the Super NES in Japan last year, the game is made striking because of 
its clever use of Mode 7 to convey incredible speed. 

Desert Fighter- a forced-perspective shoot 'em up - received 90% when reviewed 
back in issue #16. This fast-action Super NES title still looks cool, even against more recent 
competition. 


zun'/iumuiW m 

Sony are boasting an incredible seventeen titles poised for release over the next 
six months. Most exciting of all is news that the classic Elite has found a home with 
Sony and is to be released later this year! The rest of the release schedule is pretty 
varied and tasty too, especially since Sony have now secured new publushing deals 
with Tradewest, Ocean, Delphine and Absolute. Here's the full list of titles expected: 

ABSOLUTE: 

Turn and Burn: No Fly Zone and Super Battle Tank II. Both for Super NES. 

TRADEWEST: 

Fun N Games, Battletoads and Double Dragon. Both for Super NES. 

OCEAN: 

Legend, Choplifter III, Eek! The Cat, Mighty Max, Addams Family Values. All - except¬ 
ing Eek! and Mighty Max - for both Game Boy and Super NES. 

DELPHINE: 

Flashback for Super NES. 

INTERPLAY: 

Claymates for Super NES. 

There's also news of two more games licensed from the films Jurassic Park II and 
The Flintstones. Cool! 


VIRGIN 

The hottest title by far at Virgin's stand was 
Hudson Soft's Super Bomberman 2 as seen in our 
EXCLUSIVE PREVIEWlExcellent! Even better there's 
Bomberman 2 for the Game Boy on the way, too. 

Also on display was Dragon - a fighting game 
based on the Bruce Lee film. Other Super NES titles 
included Jungle Book and Jammit - another 
street-wise basketball game. Virgin also announced 
Aladdin for the Game Boy and NES, Goal - anoth¬ 
er footy title for the Super NES, The Lion King - 
an interpretation of Disney's next big movie, possi¬ 
bly being released across all Nintendo formats, 
Demolition Man - another film license and, if 
action's your thing, Cannon Fodder is right up 
your Tin-Can Alley! 

Cool Spot is looking, well, cool for the Game 
Boy basically proving he's just as colourful in mono¬ 
chrome and he's also due to star in a second Super 
NES adventure called Spot Goes To Hollywood. 
Co-ool! 
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SALES CURVE INTERACTIVE 
CSCI1 

Making quite a noise was SCI's Mr Tuff. Demolition Droid, Tuff, is 
preparing to crash onto the Super NES in autumn this year as the star 
of an explosive new platfrom game. Tuff's distinctive qualities amount 
to his interchangable fist 
attachments such as ham¬ 
mers, drills and lasers. He 
doesn't stop there either: Tuff 
rumbles through much of his 
40 stage adventure at the 
helm of demolition trucks, 
submarines and tanks! It 
seems Mr Tuff is competing 
against Wario for the title of 
hardest video-game character 
ever. Well we'll just have to 
see about that! 



EMPIRE 







Concentrating solely on the Super 
NES format, Empire had three titles on 
show plus news of a fourth in very early 
stages of development. The company's 
biggest hopes lie with their self-titled Empire Soccer. As seen in last 
month's preview. 

Empire's translation of Space Ace looked cool as ever - pity it's so 
hard to get along with. Yogi Bear on the other paw, is a fine person¬ 
ality indeed whose upcoming platform games are equally smarter 
than average 

The new game is provisionally titled Hanna Barbera's Crazy 
Cartoon Chase. Up to five players are given the opportunity to com¬ 
pete as one of their favourite Hanna-Barbera cartoon favourites in a 
series of cross-country races. The game play is shaping up well and 
the many characters featured look hilarious - not surprising consider¬ 
ing the artist responsible was coached by the legendary Iwao 
Takamoto at the Hanna-Barbera studios in Hollywood! 




Hooded T-Shirt (Age 7-12) £7.99 
(Age 13+) £8.99 


Marubeni are the company handling SunSoft's products in 
the UK, and they are featured elsewhere in this issue of NMS. 
The show gave visitors the first chance to view early develpo- 
ment carts of Superman,The Pirates of Darkwater and 
Speedy Gonzales, all for the Super NES. Also being aired were 
Super Ice Hockey and Bugs Bunny's Rabbit Rampage. 


Jams (Age 7-12) £6.99 
(Age 13+) £7.99 



Where value is always in fashion 
























A relatively unknown company named Flair had some¬ 
thing clever called Whizz - a platform game in develop¬ 
ment for the Super NES. Of all the games at the show 
Whizz showed the most promise in terms of originality, 
and inventive use of its isometrically-viewed play area. 
Another title, Oscar, is being ported over to the Super 
NES from the Amiga but was nothing more than a twinkle 
in the programmer's eye... 


DUNGEON MASTER’S 
HIDDEN TREASURE 

Quick! Hurry! For players hoping to snap up a copy of 
JVC's Dungeon Master had better place their orders quickly, 
and do so at the nearest Our Price music store! Marubeni 
have secured an exclusive deal with Our Price permitting 
them to knock a tenner off the recommended retail price, 
but only if copies are reserved before May 27. 


Blockbuster Video have decided in their infinite wisdom to 
organise a national games players championship and are 
calling for entries. The competition will be taking the form of 
several heats with each regional champ going throuhgh to 
the national finals where, not on, but two winners will be 
chosen to go through to the World Finals to be held in the 
USA later on this year. I'm exhausted just reading about it! 
Would-be entrants are directed to their local Blockbuster or 
Ritz to pick up an entry form. 
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AS SURE AS THE 
SUH RISES 


If I had a pound for every month Manga released a ^ II \ 

new video I'd have about £11.53 by now. At least. This V jf ■ 

month I'd stand to make quite a bit more as there are 
four newies for your delectation. First of all we have 

The Guyver: Data 2: Battle of the Guyvers, continuing from wherever it was 
the last one left off. It'still a 15 certificate and a bargain at £5.99. Next is Dangaioh in which 
four psychic warriors join to form the Dangaioh of the title which is - intersestingly enough - 
hte most powerful weapon in the universe. But will it be powerful enough to stop the bloody 
tyranny of Captain Garimoth? You'll have to be 1 5 and have £12.99 to spare to find out. The 
Wind Of Amnesia is the third release. The human race has been reduced to a primitive state 
by the mysterious Wind Of Amnesia. However, one boy, Wataru, has survived this holocaust. 
Will he abvle to find out how and, more importantly, why the wind blew and prevent history 
from repeating itself? I reckon he can. As before this is a 15 certificate and costs £12.99. 
Finally we have the third part of the Rumik World series. This one is called Mermaid Forest 
and tells a rather gruesome tale of the horrors of eating Mermaid flesh in attempts to gain 
immortality. Unsurprisingly this is an 18 certificate and costs £8.99. Ooh those poor 
Mermaids! More Manga news next month, I'll be bound. 


There are stacks of new 
releases for 1994 and beyond. 

On Super NES they have All 
American Championship 
Football set for April, Time 
Trax in June, The Ren & 

Stimpy Show: Time 
Taz-Mania II and 
DSV expected in Septem 
THQ also own the rights 
everything Akira with the 
game due in October. Finally, 

for the Super NES there is The Mask - expected in November. Taz II, 
SeaQuest and Akira are also scheduled for Game Boy. Joy! 

Electronic Arts have licensed ten of their major Game Boy titles to THQ. As a 
result Shaq Fu and Urban Strike are expected soon. 

No less varied are the titles being handled by THQ on behalf Hi-Tech 
Expressions. We're Back!, Beethoven, Tom & Jerry II, Mickey's Ultimate 
Challenge, Barbie, Tom versus Jerry and NFL Team Heroes are all intend¬ 
ed for release on the Super NES before the year is out with the first five titles 
mentioned expected before summer. 

The Game Boy is equally well represented - from a certain point of view - by 
Tom & Jerry II, Mickey's Ultimate Challenge, Beethoven, Baby's Day Out 
and Barbie 1994 (?). Also the excellent Chess Master is being re-released 
through THQ very soon. 


WILLIAMS, IT WAS 
REALLY NOTHING 

When interviewed by Computer 
Trade Weekly Howard Lincoln, NOA's 
chairman, spoke of a new agreement 
made between Nintendo and coin-op 
manufacturers Williams! This is going to 
make life very difficult for Nintendo's 
competitors when the new generation of 
machines finally reach the shelves 
"Williams evaluated all the technology 
on the table, and it's a tremendous vote 
of confidence that they chose ours" said 
Lincoln. 

Nintendo's contract with a company 
notorious for its violent content in games 
certainly marks a significant change of 
approach. However, with ratings sys¬ 
tems coming into effect, Nintendo can 
still maintain their strong moral stand¬ 
ings. Meanwhile we can all look forward 
to a new title from the creators of Mortal 
Kombat ominously titled Killer Insfincf! 
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reepo: 


wasfed all his cut-price cinema 
tickets in blundering attempts to 
impress his sister's friends. 


got one 

of our free Megaarive systems - 
then charged her kid brother c 
whopping £3 an hour to use it. 


took full advantage of our half- 
price Sega games offer. Now 
leaves his room only, for meals. 


ordered his "Pizza for a penny" 
pizza and then deceitfully asked 
his girlfriend to pay half the 


normal price 
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PEOPLE SYSTEM 


The spirit of international friendship and 
harmony was most definitely NOT in evi¬ 
dence recently when our cousin mag, 
NMS Australia, sent their champion over 
to test his alleged skills against our own 
challenger. Enter Ben (end his mum) who 
had bravely fought literally hundreds of 
other wannabes to become the Aussie 
champ. Foolish boy! Did he not know of 
the might of Graham “George” Mangion - 
our chosen representative? Does he actu¬ 
ally believe he’ll stand a chance in the tor¬ 
tuous five game tournament we’ve laid on 
for him? What follows is not for the faint¬ 
hearted. Go on George, get ‘im son... 

GAME 1: NBA JAM 

After complaining about Aussie joypads being different to 
ours - a likely tale - the boy Ben and our lad George settle 
down to a few matches of NBA JAM. In the name of fair¬ 
ness it is decided that each player has to choose a differ¬ 
ent team each match. Also, in the name of downright 
unfairness, we've activated the JUICE mode. 

ROUND ONE 

Lucky old George gets first pick and goes straight to the 
Chicago Bulls. Ben opting for the lanky talents of New 
York's finest, the Knicks. However, a combination of 
George's patented (and dead annoying) jumping pass 


method of confounding the competition and his constant 
sniffling due to a heavy cold are enough to see Ben off for 
the first game at least. The score - an 87-66 victory for 
George. 

ROUND TWO 

This time it is Ben's turn to pick the Bulls whilst George 
picks his fave team the LA Lakers. It looks like Ben has 
finally sussed out George's one and only trick and at half 
time the scores are practically level. Third and fourth 
quarter desperation leads both players into a shocking 
display of three-point attempts in order to boost their 
scores. The end result 70-59 to George and a blinding 
result for good old Blighty. 


cally every obstacle and manages a 
very poor fifth - is the man drunk! 

But wait! George gets the Lightning 
straight away in the final race and 
Ben gets an a sickly fourth. No-one is 
more surprised than George when he 
spawns a two point overall victory. 
EN-GER-LANDM! 

GAME 3: 
BOMBER MAN 


GAME 2: MARIO KART 

It's game two and George is complaining that he doesn't 
know this game very well and goes off to the "smallest 
room" to sulk. The lowdown sneak! Whilst George is away 
Ben swaps the spiked bench we've been kind enough to 
provide for his comfort with George's lavish sofa and nob¬ 
bles his joypad too - just for bad measure. None of which 
prevents George from taking first place on the Mario cir¬ 
cuit. You see, cheats never prosper! 

Race two and Ben sneaks an early lead by provident use 
of a mushroom and a couple of shortcuts. George is 
nowhere to be seen and it's an easy victory for the plucky 
challenger. 

Short cuts are, once again, the order of the day in the 
third race. Well that's George's plan which, alas fails to 
realise fruition as he bungles his very first attempt and 
promptly loses. 

Doh! Race four and it's all going horribly wrong for the 
tommy Britisher who manages to steer himself into practi- 


Both players fancy themselves at this 
and immediately choose the head-to- 
head Power level to start. George's 
multiple bomb-planting tactics win 
him the first round 5-2. 

There is a sudden outbreak of peace 
amongst the warring camps and the 
players opt for the pretty Flower level 
for round two. Ben decides enough is 
enough and adopts George's more 
outgoing tactic which manages to net 
him a stunning 5-0 defeat. Oops! 
Enough of those sissy flowers, the 
Pipe level is chosen next and Ben 
streaks into an early lead due to a 
combination of sheer skill and cack- 
handedness on George's part who 
manages to blow himself up three 
times. George pulls a couple back 
but all too late. 5-3 to Ben. Boo! 

The Western Zone is the setting for 
round four and both manage to kill 



NINTENDO PEOPLE 
SYSTEM 


groond for three seconds. Mind, 
if they fell over y'all had to "pile 
on" as it were. I believe yon 
sootherners call this a "bundle" - 
which is a better name than "pile 
on" on reflection." We won't miss 
him at all, you know... 

CURRENT FAVE GAMES: Super 
Bomberman 2, NBA Jam, World 
Cup Striker 


with a 
knowing smile! 

That's a funny sort of game to 
play!? 

CURRENT FAVE GAMES: Muscle 
Bomber, Tetris Battle Gaiden 


had a very lonely childhood. So 
as sad as it may seem Paul had 
to make do with make believe 
friends. "I used to run down to 
the woods with my teddy," recalls 
Paul with a single tear trickling 
down his cheek, "and pretend to 
be Winnie the Pooh, with all his 
friends to play with." I didn't 
know Winnie the Pooh had the 
sort friends who wore long rain¬ 
coats! 

CURRENT FAVE GAMES:Super 
Bomberman 2, Super Metroid, 
Pac-man 


With the likes of Pacman and Space 
Invaders appearing once more to 
whet our tastes of days gone by, we 
asked the NMS team to take a look 
at a few more old faves. Including... 


ANDY "ALL SOOTHERNERS 
ARE JESSIES" McVITTIE 

"British bulldog were mah 

favourite," spouts departing 

Northern git Andy. "T'were bril 

liant, lad. All ye 

had ta do 

were pick up 

a mate as / 

they ran to j 

t'other end \ 

of play- \ 

ground and 

lift 'em off 


GARY "HOME ENTERTAIN¬ 
MENT" HARROD 

Gary's fave game was "Kiss 
chase". Unfortunately, attending 
a boys-only Private school tended 
to put the dampener on things 
and Gary used to live a very frus¬ 
trated life for the most part. But 
never one to give up, our Gary 
persevered in his crusade for top 
snogs and decided to entertain 


PAUL 'POOH 
STICKS' 
DAVIES 

Although you 
wouldn't 
think it from 
Paul's reviews, 
this poor lad 


AILEEN 'BALLS' O DONNEL 

"To my mind there's nothing I 
like better than a good old-fa: 
ioned game of Ball and Cup," 
says Aileen in her distinctive 
inpenetrable Irish brogue. 



themselves In the first two rounds. 

The next round is a draw - it looks 
like weariness is setting in. But no, 
George finds his second wind and 
streaks to a 5-2 victory. The race for 
the Aussie pretender is as good as 
over. Oh dear! What a shame, eh 
readers! 

GAME 4: 

TOURNAMENT 

FIGHTER 

The fourth round and Ben is starting 
to look distinctly downcast. 

George chooses Armaggon. Mikey is 
Ben's choice and the location is 
Raph's bar. A combo of Aquashots 
and Fin Slicers leaves Ben a quivering 
heap. Ooh, I can't look, George easi¬ 
ly pulls off a perfect in round two. Are 
those tears in Ben's eyes? Match two 
and George goes for Shredder and 
Aura crushes Ben and Mike into com¬ 
plete submission not once but twice. 
Poor Ben. Match three and George 
goes for Leo whilst Ben plumps, once 
more, to stay with Mike. Bad move. 
Ben loses. George wins. Both rounds. 
Bye Bye Ben. 

GAME 4: 
RAINBOW BELL 
ADVENTURE 



Well, it's the last game of the day 
and it's the best we can do to coax a 
smile out of Ben. The cart is loathing- 
ly placed in the slot for another best- 
of-five round and the torture begins. 
Round one, George picks Gwinbee 
and Ben goes for Winbee. But, it's an 
early bath for the boy Ben who just 
can't manage to whip up any enthu¬ 
siasm. 

Round two is much closer fought and 
Ben manages to find the missile, alas 
he can't find George and is thrashed 
from behind in less time than it takes 
to say Gnnn! 

Round three and it's an all too famil¬ 
iar story of, well, George being cool 
and Ben being a bit crap, frankly. 

Our lad takes it easily and gets the 
salt ready to rub in Ben's open 
wounds. 



HAHAHA SUCKER! 

It's all over for the Aussie, but, kind 
souls that we are we don't let anyone 
go away empty handed around here 
(except for George who works for us 
and that's reward enough). Old 
Father Davies and his assistant 
Chewvittie are brought on to present 
the, splutter, prizes. Witness the joy 
on young Ben's face as he receives a 
right old pile of old tosh for his 
efforts. Well, what did you expect? 
Coming over here reckoning he can 
take us on mumble... bloody cheek 
grumble... etc... 




when Tim goes daaahn the 
dogs, right, I like to 'ave a 
game 'Knock Daaahn Ginger', 
which is this old like Cockney 
game." kicks off Kid Saveloy. 
"Whatchoo 'ave 

to do, right, is .—--v. 

go up to the S 

first red- \ 

haired 

bloke - or ^- J 

bird 'cos 

sex- 

nor 

nuffink - you 

see and call 'em a fart smasher 
and push 'em into the road. It's 
right old apples 'n' giggle me 
old kent china pony." 

CURRENT FAVE GAMES: 
Metroid (any version), FIFA, 
Muscle Bomber 


pale and are 
really nice to me for 
the rest of the day." I wonder 
why that could be? 

CURRENT FAVE GAME:Tetris 
Battle Gaiden 


GEORGE 'HAIRY LEGS' MAN 
GION 


Having not quite got past the 
Action Man age yet, it's a safe 
bet George'll regale us with tales 
of his favourite playtime activi¬ 
ties. "At lunch time, right, like 


RATINGS GUIDE 

96-100 

Sometimes it 'aint easy being a game. Sometimes playing by the rules isn't 
enough. Sometimes you gotta break the rules to find justice. This game 
gets the job done...his way! 

9jy§5 

(Nintendo); 

MAGAZINE SYSTEM \ 

His boss didn't like him...The Mayor hated him...City Hall had no time for 
him. But when it came to bringing down the biggest mafia organisation in 
the city, they all knew hew was the only one for the job. Now and then, you 
gotta bet on a wild card! 

ANY GAME SCORING ABOVE 90 PER CENT IS IMMEDIATELY AWARDED 

THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS RECOMMENDED 

AND ABSOLUTE MUST BUYS. 

86-90 

Cart was two weeks away from retirement. Just when he thought his life 
in the Force was over his boss gave him a new partner, Ridge. At first they 
were only fighting each other. Now they're fighting for their lives! 

80-85 

Cart and Ridge are back! Cart is still too old for this baloney. Ridge is still 
close to drawing a psycho pension. But together, they're still one hell of a 
team! 

70-79 

Cart and Ridge are back!...again. Cart is so old now he's got a five second 
memory and dribbles a lot. Ridge has given up on the madness angle and 
taken to quiet games of cribbage with friends. But together, they're really 
wearing the genre a bit thin! 

60-69 

Kirby was a good cop. But when his boss told him to go deep cover some¬ 
thing went wrong. When being bad gets to feel good, when crossing the 
line is all too simple, doing the right thing isn't easy. Now Kirby's fighting 
the hardest battle of his life, in deep cover and deep trouble. 

50-59 

He told them he could be trusted. He told them he was incorruptible. He 
told them there'd be no mistakes. He lied. 

40-49 

Friends found him charming. The neighbours thought he was a family 
man. Only his victims knew it was all a game. 

30^39 

When Betty and Alan bought their first console everything seemed perfect. 

They advertised for a tenant and thought they'd found the perfect one in 

Mr Cartridge. Now he won't leave and he's turning their dream console 
into a nightmare... 

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY AWARDED 

THE NMS KIPPER OF COMMISERATION, THE ACKNOWLEDGED BENCH¬ 
MARK OF BADNESS 

20-29 

Everyone who discovered his dark secret mysteriously disappeared. 

Everyone who came close to the truth turned up dead. Who was he?... 

0-19 

...Why did he fear churches so much? Born of the jackal! Look for the 
marks! The Prince of Darkness is alive! 


WE’D LIKE TO SAY HOW MUCH 
WE’RE GOING TO MISS YOU, 

BUT... 

It is with no small sadness that this month we must bid a tearful 
farewell to not one but two of our beloved NMS staff. Aileen, who 
doesn't seem to have been with us for a fortnight has been tempted 
away by the glamour of PC Review where she is to take on the role of 
Deputy Art Editor. She'll be badly missed, not in the least by Gary as 
he'll have to do more work now. Good luck Aileen. Secondly our 
beloved and trusted dep ed, Andy, is off too, to work - although 
'lunch' would probably be a better word - as the top PR chap for that, 
ahem, reputable software house, the Sales Curve - so expect a 16- 
page special on Mr Tuff in the very near future! There's a silver lining 
to every cloud, though, and next month we'll have two, count 'em, 
new members of staff to welcome to the mag which is a pretty exciting 
prospect, especially since we don't know who they are yet! 
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BY: MARUBENI 


MY NAME IS MARUBENI, AND I LIKE... 


M arubeni: Supply 'flavourful coffee' to the world; own a global part¬ 
nership for a large combined-cycle project in Britain; are among the 
world's largest pulp traders; help Indonesia achieve its 
Petrochemical ambitions; make casual wear and farm shrimps. Boring, huh? 
Well not really because they also distribute for Kemco and Sunsoft - produc¬ 
ers of many colourful and absorbing video-games! 

Kemco, you might recall, are responsible for the long established Top Gear. 
However it is Sunsoft, creators of Aero the Acro-Bat, whose future software 
line-up is the most promising. NMS dons its shades and squints into the 
year ahead... 


HEBEREKE HOE-DOWN 

Hebereke Cat is the leader of a sweet bunch of 
characters with happy, pick 'n' mix personalities. As 
video-game characters Hebereke's crowd are per¬ 
fect because they're so incredibly adaptable. 
Hebereke games - Sugoi Hebereke and Hebereke 
Puzzle - are due for official release this year and 
both feature exciting two-player gameplay. Super 
NES owners, prepare your mental tooth-brushes! 


SUGOI HEBEREKE 

CART SIZE: 8 MEG 

Hebereke's light-hearted answer 
to Capcom's 'Muscle Bomber'. In 
it Hebereke and her seven 
friends engage in frantic 
wrestling tournaments with up to 
four personalities competing at 
the same time. The last character 
standing wins. 


simple to perform on the player's behalf but a few 
are quite complex, requiring similar skills to those 
of the best one-on-one beat 'em ups. Pile-drivers 
fire-balls, electric storms and even space ships fea 
ture. It's crazy! 

Kick the cat! 

Once a fighter is exhausted it transforms, rather 
strangely, into a coloured blob of jelly. Healthier 
competitors are now free to boot this helpless thing 
at the other survivors! Horrific stuff! 


NMS 


Dye Cheer¬ 
leaders 

Hebereke cat 


and three of 
her friends are 
available for 


selection. Each 
possess four 


summoned by 
ing rows of 
ime-coloured blobs, 
jch completed row 
uminates one of 
ur similar-coloured 


hts. Chain reac- 


more 


le pr 


for the 


year, but 


One lump or two? 

Each of the eight competitors 
possesses an impressive arsenal 
of special moves. Many of these 




either a tournament ag 
succession of Hebereke 
or choose to play one-c 
matches against the 
computer or a friend. 


Grumble, grumble - Sugoi Hebereke is in training 
for at least another three months. Still this gives 
plenty of time to sharpen our reflexes, right! 





























































SPEEDY GONZALES 


CART SIZE: 8 MEG 


Aye senors, the fastest mouse in all Mexico, Speedy Gonzales, is set to 


run reengs around the Super NES thees summer! In an all new plat- 
form-adventure Speedy searches for pieces of cheese with which to 
pay the ransom for his kidnapped friends. 

Ree-bah! Ree-bah! 

Speedy is given many opportunities to prove his prowess at high¬ 
speed! Though there are tricky platforms to negotiate there are also 
lengthy sections that provide opportunity to stretch Speedy's legs. 

19 GZ& 


Hammer please hurt 'em! 

The Man of Steel is armed with a huge hammer to compliment his 
mighty fists! Without the natural-born strength of the real Superman 

tools such as this prove 

^ x i u v ^ oh n c e x 3 essential. 

Q0Q5H2Q Superman - The Death 

and Return of Superman 
is available for the 
Super NES in summer. 


Up sideways a bit, and away 

To honour his death a buddy of Superman takes to con¬ 
tinuing the fight for justice. Known simply as the Man of Steel the new 
caped crusader is much heavier, so relies on rocket boots to scoot 
about the airways. 




Superman is officially dead. j \ \ 

Yet, characteristically, the V V 

caped crusader has turned \ 1 

this situation to his advan- jS 

tage. Rather than lie down 
and take it like a man - super 
or not - he holds that dead peo¬ 
ple are left with nothing to fear and continues to 
save the world regardless courtesy of SunSoft's 
promising new title! 


THE DEATH & 
RETURN OF 
SUPERMAN 

CART SIZE: 12 MEG 





















































BY: MARUBENI 


LOONEY TUNES OVERTURE 

SunSoft's biggest licensees - the ones with the most potential, 
at least - are the Looney Tunes characters. These ambassadors 
of anarchy are scarcely contained inside their own cartoons let 
alone remaining respectful when appearing in video games. 


last encou 
Duck. So he's 
Space Modulator at 
only Daffy can stop h 
smithereens! 


Mother! 

As Duck Dodgers, Daffy is equipped with a stu 
theless useful costume. It comes complete with 
jet-pack and phaser. Whilst disintegrating Martians is a 
laugh, skill with the erratic jet-pack is where the real fun 


ip} 

Vie vv 
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LOONEY TUNES II - TAZ 
ESCAPES ACME ZOO 

CART SIZE: 2 MEG 

At last Taz gets a decent break on the Game Boy! Looney Tunes' most explosive character 
escapes from ACME Zoo and finds himself being hunted by the keepers and nasty-rotten 
hunters! 

Thrrrp! 

Tunes II is featured on a larger than usual 2 Meg cart. The reason for this is that Taz has a 
massive 15 levels of platforms to curse, spit and spin his disgruntled way through! It looks 
like being great fun, especially since there are plenty of opportunities for Taz to transform 
into his trademark Tornado Spin! 


rj / 

Df. 


urn happz nUFimn. 


It's incredible - the quantity of titles SunSoft are channelling through Marubeni. Even more amazing is the amount of quality titles 
already on the shelves or out very soon. 


Daffy Duck - The 
Marvin Missions 

Format: Super NES 
Cart Size: 8 Meg 

A platform game based around 
the exploits of Daffy Duck as his 
alter ego - Duck Dodgers. Planet 
Earth is in danger from a squat 
little Martian named Marvin and 
his P38 Space Modulator. Help 
Daffy thwart his plans before it's 
too late! 


Gonzales 

Format: Game Boy 
Cart Size: 2 Meg 

The bane of fat cats and evil 
rats everywhere - but espe¬ 
cially Mexico! Speedy is 
Looney Tunes' famous, exhila¬ 
rating, accelerating mouse 
and this fast-paced platform 
game suits his character very 
well indeed. 


li//)OI T\ 
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World Heroes 

Format: Super NES 
Cart Size: 16 Meg 


One of SNK's early attempts at tempting ^0* 
the Street Fighter II 

crowds away from their favoured machine, 
World Warriors makes a great conversion 
for the Super NES but is limited when com¬ 
pared to more recent SNK products han¬ 
dled by Takara. 
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fSuper Air Diver 

Format: Super NES 
Cart Size: 4 Meg + DSP 

Players wishing to broaden 
their gaming horizon might 
wish to turn their attention 
towards Super Air Diver. Then 
again, the same players may 
well end up turning back again 
after a short while: Super Air 
Diver really isn't all that great. 


Super Ice Hockey 

Format: Super NES 
Cart Size: 8 Meg 

Previewed this issue, Super Ice 
Hockey incorporates the use of 
four viewpoints and the facility for 
four players to compete at the 
same time. Learning the charac¬ 
teristics of each team to win also 
adds to the depth of game play. 
Blimey. 


CZD 20 




















































BY:MARUBENI 


The Pirates of Dark Water 

Format: Super NES 
Cart Size: 8 Meg 

After all the disappointing beat 'em ups to appear of late, the 
Pirates of Dark Water present themselves as some kind of lost 
treasure! Though the action is familiar the quality visuals and 
no nonsense gameplay shine through. 


Format: Super NES 
Cart Size: 8 Meg 

The title 'platform hero' is a mask 
Aero the Acro-Bat wears well. He 
has many cool moves to his name 
and the platform puzzles befalling 
are challenging. 


Rabbit Rampage 

Format: Super NES 
Cart Size: 12 Meg 


Chaos ensues as Bugs confronts every cartoon villain in a succession 
of levels based on his shows. Armed with a catalogue of ACME acces¬ 
sories, Bugs out-guns Yosemite Sam, 
fuddles Elmer and humiliates Daffy Duck. 


PRESS START 
























This is it, the one, 
the only official 
World Cup game and 
the only one good 
enough to carry the 


official license. 



























|)jl<*£i 0,r \ guts, outstanding moves, and breath-taking skills, 
all hallmarks of the most famous football tournament in the World, 
all ingredients of the GREATEST football game ever- A 

U.S. Gold's World Cup USA '94™. 

World Cup USA '94 is not a kick about in the park, 



it's the greatest test of football skill, strategy and XbC 


tics 


MEGA-CD 
MEGA DRIVE 
MASTER SYSTEM 
GAME' GEAR 
SUPER NINTENDO 
GAMEBOY' 
AMIGA 
IBMPC 
CD-ROM 







ever devised. Hard to believe? Play the game 

and prove it to yourself! This is a game for Winners! 

WorldCupUSAM 


WorldCupUSAM 


Official 

Ucensed 

Product 


_ 


It’s out on June 3rd and it’s the only 
one good enough to be called 

World CupUSAMW 


©1991 WC ’94 / ISL. ©1992 WC ’94 / ISL ©1994 U.S. Gold Ltd. All rights reserved. Official Licensee 
U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 3366. U.S. Gold is a 
registered trademark of U.S. Gold Ltd. ‘SEGA’ ‘MEGA DRIVE’ ‘MEGA-CD’, ‘GAME GEAR’ and ‘MASTER 
SYSTEM’ are trademarks of SEGA Enterprises Ltd., ©1994 SEGA Enterprises Ltd. Nintendo® 
Super Nintendo Entertainment System™, GAME BOY™, and the Nintendo Product Seals are trademarks of 
Nintendo. Screenshots are from various formats and are illustrative of gameplay and not the screen graphics 
which may vary considerably between formats. 


























































WORK IN 
PROGRESS 


I nnovative character design has long been a 
strong selling-point for Konami. Simon 
Belmont (Castlevania), Vic Viper ( Gradius ), 
Twinbee and Winbee (Pop n' Twinbee) are all 
original creations from the company's intuitive 
R&D department. Their creativity with estab¬ 
lished characters such as Tiny Toons and the 
Teenage Mutant Ninja Turtles further demon¬ 
strate their cool. 

Now Konami have a new character under 
development for the Super NES. His name is 
Sparkster and he's COOL! 


PAINTING WITH KONAMI 

NMS are happy to possess a selection of pre¬ 
liminary sketches, used by Sparkster's design 
ers to visualise their ideas in the early stages 
of the game's development. Not only do they 
provide an insight into the prospective fea¬ 
tures but offer exciting information about the 
actual stars of the game too. Enjoy! 


BY: KONAMI 
CART SIZE: 8 MEG 
DUE: AUTUMN 
o/oCOMPLETE: 15% 


SETTING SCENES 

Lakeside: 

Stage one of the pre-production cart 
depicts a lake-side area of Elhorn. This 
sketch shows how the artists envisioned 
'Lakeside' - the initial stage from which 
Sparkster embarks on his new adven¬ 
ture. Check out the spaceship! 


Screen layout:: 

Let's hope this incredible boss 
makes it into the final game! Not 
only is this sketch a great indica¬ 
tion of the kind of action we can 
expect but it also gives us an early 
insight into Sparkster's mission 
requirements - the collection of 
jewels, his power gauge etc. 


Power Gauge Life Gauge 


Remaining Jewels core 
Piax/ers 1 1 —-L— 
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YE OLDE GOODIES! 


Sparkster! 

When setting out to design Sparkster 
for the Super NES, Konami decided the 
Rocket Knight ought to look a little 
older and more determined. R&D peo¬ 
ple in both Japan and America 
endeavoured to arrive at the best 
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Sparkster's first adventure on the Megadrive involves our friend with a villain known as 
the Pigstar. Together with its army of terrible hogs the Pigstar threatens the safety of 
Sparkster's home planet Elhorn but, after a mighty battle, Sparkster defeats the Pigstar 
and becomes a hero. Because he wears a jet-pack and displays such bravado the people 
of Elhorn christen him the 'Rocket Knight' - after the historic Elhornian army - and seek 
him out wherever he goes. 

Quite embarrassed about all this the little opossum becomes a recluse; his name a 
legend. Five years on and Sparkster is more powerful, having dedicating his time to the 
practices and traditions of the ancient Rocket Knights. 

Just as well Sparkster finds himself so well prepared at this time, for the princess of 
an advanced civilisation, the Kingdom of Ezinahcem (which, incidentally, is mechanize 
spelled backwards), has fallen into great danger. Sparkster spies the princess trapped 
inside a burning spaceship, trying to make good her escape from the clutches of her 
father's rebellious army. Colonel Wolf is their leader and he, like many crazed ambitious 
types before him, is desperate to rule the world. 

True to heroic form something within Sparkster stirs, not least his love for the beauti¬ 
ful princess. Determined to save his precious planet he ventures forth as the Rocket 
Knight once more. Hurrah! 


WORK IN 
PROGRESS 


BY: KOHAMI 


A TELLIIMG TAIL 
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WORK IN 
PROGRESS 


Through half a decade of intensive training Sparkster has perfected his old and developed some new 
defensive techniques. They make tackling Colonel Wolf's Army great fun! 



Tap the L or R button and Sparkster somersaults whilst brandishing a burning sword! It's a cool move, 
though Flipping out too often causes dizziness! 

When charging his sword Sparkster becomes empowered by the weapon's magical vitality and is able to 
run at faster speeds. 

Some small animals suffer from sight defects. Not Sparkster. By gazing into he distance he is able to 
navigate a safe path whilst admiring the view. 

Using his jet-pack to propel him over the ground, Sparkster slices clean through his enemy at speed! 


An opossum's tail is extremely useful for hanging off trees, rails or any other areas where Sparkster 
might need to free the use of his arms for battle. 






Stampey-Da 

Clues are left all over 
Elhorn, reminding its 
people of the 'Age of 
Mechanisation'. 
Stampey-Do is a fast¬ 
running mechanical 
bird that assists 
Sparkster by allow¬ 
ing him to hitch a 
ride. 


Walffang 

A typical example of the unsavoury characters 
in Wolf s army, described by his creators as A 
minor enemy. An underling. 


Axel Gear 

Booh! It's Axel who we see whisking the 
princess off to who-knows-where in the early 
stages of the game. Sparkster has fought and 
destroyed Axel before. However Colonel Wolf 
discovered the Black Knight washed ashore 
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The Princess 

Described as being a 
vibrant, energetic character 
the princess unwittingly 
becomes the source of great 
trouble! The pendant cir¬ 
cling her neck embodies 
enough power to launch a 
deadly missile being devel¬ 
oped by Sparkster's arch¬ 
enemy 'Axel Gear'. Some 
girls just spell disaster! 


r i 

COMING SOON 

By the time Sparkster 
arrives on the Super 
NES this autumn his 
game should feature a 
staggering eleven 
stages comprising of at 
least 31 different 
areas! It's all looking 
so excellent! We can't 
wait! 
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Hilarious head to head 
1 or 2 player fighting action 

Huge 16 Meg cartridge 
with unreal graphics & 
fully digitised speech. <^jl 

Loads of mind- 
boggling hidden dr 
moves & 
combinations. 


le BIGGEST characters 
^ ever seen in any 
^ SNES game. 

k Versus mode to 
match your wits 
against your friends. 


© 1993 Interplay Productions, Inc. All rights reserved. 
CLAYFIGHTER is a trademark of Interplay Productions, Inc. 
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I aving blown his own planet 
to smithereens Bomberman 
has moved to Earth - only to 
find his quiet life disrupted by an 
invasion fleet or evil-doers from 
his home world. Magnet 
Bomberman, Plasma Bomberman, 

Pretty Bomberman, Brain 
Bomberman, and Crazy 
Bomberman are all en route to 
Earth to take over our little 
blue planet - and only our 
resting hero can stop them. As 
such, he has warped onto their 
ship to do battle with his wits 
and whatever explosive gad¬ 
gets he can collect along the 
way. 

Interestingly, Bomberman's 
move to Earth coincides with 
his move from Sony to Virgin, 
as Richard Branson's 
Ladbroke Grove wonders have 
swooped to snap up the rights 
to release the sequel in the 
UK. Super Bomberman 2 has 
been expanded in virtually every aspect, and 
now sports a wider array of bombs, more nasties, 
and larger levels. It's <uit in September, but for 
now feast your eyes on this EXCLUSIVE | 


THE WICKED 
SWITCH OF THE 
WEST 

Whilst the basic aim of blow¬ 
ing up all the nasties and col¬ 
lecting power-ups remains 
the same, Hudsonsoft have 
added a little puzzle element 
to the proceedings. A series 
of switches must be tripped 
before the door to the next 
level opens. However, the 
path to these may be 
obscured by a hole in the 
ground which prevents your 
bomb from reaching it. This 
gap can only be bridged by a 
conveniently-placed cover. 
CLUE: The path to getting 
them positioned isn't always 
crystal clear... 
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BOMB-ALURINA 


What's a sequel without a few new power-ups? Well, Bomberman 
2 has more new explosive devices than Wile E. Coyote - but some 
are a double-edged sword. As parts of the scenery and the 
patrolling critters are blown up, they often reveal an icon. In addi¬ 
tion to the customary extra bombs, wide-ranged devices, and timed 
detonators of the first game, players must also contend with rubber 
^ bombs which spang between walls before they go off, mines which 
k tear through virtually anything, and special glove icons which allow 
I the player to run around with a bomb held above their head! 

I Similarly, Hudson Soft have also added a couple of new bonus 
ideas to the game, with heart icons allowing our hero to withstand 
two hits, and assorted point-laden fruit bonuses. 
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BY: A COMPANY 


EURCH! WHAT A BOILER... 

If there was one complaint which could be levelled at the original Bomberman it's that 
it got a little repetitive on occasion. This time, though, things should be different as 
Hudson Soft have included a series of installations to liven things up! One of the most 
dangerous are the parcels of dynamite innocuously left around the levels which, like 
the real stuff, should be handled with care. Setting a charge next to these creates a 
massive chain reaction which wipes out half the screen - possibly taking an unwary 
player with it. Also of note are the boilers which make an appearance after the first 
boss. Slot a bomb into these and the screen flashes red - shortly before sending a 
series of blasts across a seemingly harmless circuit, killing everything on it! Oh, and if 
your bombs are a little wimpy, keep an eye out for special red disks which extend their 
fire in every direction! 


Oops! Sticks of dynamite trigger chain reactions, in which 
Bomberman is seen getting toasted! 


EVERYTHING CHANCES (BUT YOU) 

Rather than stick to the tried and trusted formula of the first 
game, Bomberman 2 features more new additions than Fred 
West's garden. The most obvious change is that the play areas 
are no longer restricted to a single screen, and have been 
replaced with scrolling extravaganzas which throw up meanies 
when you least expect it. The monsters have also been 
revamped, and include magnetic beasts which pull you towards 
them and flame-spewing demons. Also keep an eye out for the 
original's bomb creatures - they've got even worse! 

























































































































































































(ABOVE) Just one of the all-new battle screens. 
The red and blue spots are teleporters. It's crazy! 


IN CHARGE ROUND 


Super Bomberman 2's bosses are a lot 
tougher than their predecessors. Each stage 
of the game is under the control of one of 
the Zool look-alike evil Bombermen who 
make an appearance at the end of each 
world's seventh stage. Initially, the player 
must simply hit them three times with timed 
explosions before they leg it through an 
opened door. It doesn't end there, though, 
as walking through the same door opens 
another screen where the bruised boss is 
found sitting inside the mother of all robots! 
These vary in capabilities between levels, but 
all can withstand more hits than those fought 
in the first game. 


FOUR-PLAYER FROLICS 


Got a few mates and a Multi-Tap? If so, get 
ready for Super Bomberman 2's 'Tag' and 
'Battle' modes. Eight new arenas featuring 
ice, obscured areas, and flame pits await a 
best of three, five or seven battle to the death 
as everyone bundles in to seize the trophy. 
There are no rules, but the basic aim is still to 
emerge the only person without third degree 
burns. In 'Battle' mode this means that it's 
pretty much the same as that of the original 
game, but 'Tag' allows two players to team 
up with either a mate or a computer-con¬ 
trolled player. 
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F-FO-FOU 
- FREEZING! 


Viewed from any angle. 
Super Ice Hockey is in with 
a good chance of success 
because it features an all- 
important four-player 
option. Friends may choose 
to play on the same team 
or compete two against 
two. It # s even possible for 
one person to lead their 
team into battle against 
another comprising of 
three 'mates'. 


BY: SUNSOFT 


• UP 


Super Ice Hockey seems 
set to join the top ranks of the 
best sports simulations 
around. However the frozen 
depths of this impressive title 
still remain unexplored. The 
final buzzer sounds in an 
upcoming issue of NMS. 


MOVING TO KEEP WARM 

Ice Hockey is a furious, 
fast-paced sport. Sometimes 
it's all a player can do to keep 
track of the puck! Super Ice 
Hockey has the option to slow 
the action down a touch, 
making things a little easier 
for novices. Still, increasing 
the game's speed beyond 
belief is possible too at which 
point it's a wonder the ice 
doesn't melt! 


FROM A CERTAIN POINT 
VIEW 

Pressing the L or R buttons 
takes players through a selec¬ 
tion of four viewpoints. 

Choose to join the players on 
the ice, look over their shoul¬ 
ders; take a seat in the stands 
or look down form the stadi¬ 
um rafters. Very impressive. 


A SUPER ICE-HOCKEY 
SIMULATION 

SunSoft present a 
scorching new Ice Hockey 
simulation for the Super 
NES this summer. The 
game is a melting pot of 
elements borrowed from 
many Ice Hockey games, 
plus extras. It's most strik¬ 
ing feature allows players 
to view the action from a 
choice of four angles but it 
doesn't end there - oh no.., 











































































If the hat 

fits, NUT/ 

SOMETiJINQ 

with it 


Smash bang Wario's 
back. Yes. that short 
fat evil guy from 
Super Mario Land 2 
is back with a 
scheme of great 
scheminess. 

To steal all the 
treasure from the 
Kitchen Tool pirates, 
to pay for a castle 
so ‘appenin' Mario 
will be gutted. 

There are 40 lev¬ 
els to get through, 
so even with a bat¬ 
tery backed memory 
and a pile of hats 
that give him new 
powers, you'll still 
find it a hard nut 
to crack. 



Ninfamous 

Ninsane 


(Nintendo) 

The latest release on 
Game Boy price £24.99. 




















Try out all the latest, greatest games 
at LIVE '94, the UK's most exciting consumer 
electronics event. 



Meet the big names. Nintendo. 
Commodore/Amiga. Panasonic 3DO. 
Philips CD-i. Enter the Games Zone. 

Put the hottest new games from all the top 
software writers to the test. 

See the Nintendo Challenger and 
Panasonic 3DO Showliner. Quiz the gurus from 
your favourite magazines in the Games 
Arena. Get the lowdown on some incredible 
tips, hints and cheats. 



Experience Capital Radio Live at 
LIVE. Capital Gold concerts. Dolby Home 
Cinema Promenade. TV Times Live Television 
Studio. Young Newspaper Feature. BPIA Future 
of Photography. Yamaha/TES National Youth 
Rock & Pop Awards. Focus on Multimedia. 

? 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 
Remember - if you're under 16, you must 
have an adult with you at LIVE '94. 


THE CONSUMER ELECTRONICS SHOW 



COURT • LONDON 
SEPTEMBER 1994 


LIVE HOTLINE: 
0891 500 103 


Calls cost 39p per minute cheap rate and 
49p per minute at all other times. 


Please tell me more about LIVE '94 and 
how I can get a ticket to the UK's most 
electrifying event. 

Name:. 

Address:. 


Postcode: 


El 


Please return this coupon to: 

LIVE '94, News International Exhibitions Ltd. 

Europe House, World Trade Centre, 

St Katharine-by-the-Tower, London El 9AT. 













»f the action in 
>ther. Speed g< 


ipeed Racer is linked 
ts things rolling by taking 
■HHHHBjiile race 
acrossNe^Y«kfPnce this 
is finished though he has 
to get to the next circuit, 
something which isn't easy 
when no end of criminal 
types stand it% his way. So 
it's a switch to platform 
adventure as Speed tries 
to make it to the next 


When Spee 
some rougl 
about the c 
though bee 
tussles his < 


es up against 
I think twice 
i has to beware 
> too many motor 
him. 


W hile kids from the sixties could claim 
to be familiar with Speed Racer, to 
most he remains an obscure charac¬ 
ter. Accolade aim to change all that with the 
release of what they claim to be a faithful 
adaptation of the cult cartoon series. The 
hero. Speed, engages in both racing and 
platform adventure, challenging the villans 
on and off the track. The car, Mach 5, has 
an engine full of tricks to help out its coura¬ 
geous driver, be it the 'turbo's' which give 
him a special burst of speed, its miraculous 
jumping ability, special grips or its saw that 
carves through anything that might find 
itself in the way. 


BY: ACCOLADE 
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Ill's: an JibsoJu 


SUPER ACTION 

‘Why more Nintendo games can’t 
be this smooth is beyond me!” 


GAMETEK 


AMERICAN SOFTWORKS CORP 

GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berkshire, SL1 3UA ^ 

ASC™ is a trademark of American Softworks Corporation. “Super Troll Islands” name and artwork is the property of American Softworks O 
Distributed under licence from Russ Berne and Company Inc, Oakland, NJ. Images of Troll characters © Russ Berne and Com par 














• BY: ELITE 

% PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: SPORTS 
0 CART SIZE: 12 MEG 


% PLAYERS: 1-5 
% HEAD TO HEAD: Yes 
% BATTERY BACKUP: Yes 
• CONTINUES: N/A 
% OPTIONS: Plenty of footy options 


• GAME ORIGIN: The sport known 
as “football” 

% GAME DIFFICULTY: Medium 

• 1ST DAY SCORE: Won five games 

• ALTERNATIVES: Frfa Soccer and 
about a billion others. 


Nintendo* 


• CONTROL: Joypad 
% RESPONSIVENESS: Good 


SCAN DIS¬ 
PLAY FOR 
MATION 


PASS FOUL 


MED KICK 
SLIDING 


POWERKCK 


START: STARTS/PAUSES 
SELECT: SUBSTITUTIONS 


f E) Kids'll do anything for the taste of 


HAT UR is 


_ POBLD Of tp 


E0HTU01S 


By selecting the indoor option, you can 
play six a side. This means that new rules 
apply. For starters the game is faster and 
more hectic because the pitch is smaller. 
Remember also that you can use the walls 
to your advantage. You can play all the 
usual tournaments in this mode, and it 
acts as an excellent way to hone your 
reaction skills and initiative on the ball. 





















































































































(ABOVE) It's another one of those 
perplexing goalie/no visible players 
situations. 


YOU’RE BUND REF! 


To maintain a greater sense of realism. 
World Cup Striker gives players the oppor¬ 
tunity to decide on the ability of their 
Referee among other things. If you choose 
a poor ref, you stand a better chance of 
getting away with deliberate fouls. If, on 
the other hand, you suspect your opponent 
of being a real Vinny Jones devotee, insist 
on a tough ref. Similarly, you can alter the 
characteristics of the game by choosing 
from various weather and pitch conditions, 
the standard of your automatic keeper and 
deciding between penalties or sudden 
death if the game finishes level. 







































A Options by the wagon load, refined in¬ 
game presentation and a save option. 


A Small but well drawn and animated 
sprites. What can you really say about a 
green footy pitch? 


T On your own you will tire of It eventually. 


An excellent soccer game that surpass¬ 
es Its predecessor and deserves merit in its 
own right. 


THIS LOOKS 

DANGEROUS...UN 

BELIEVABLE!!! 


STRATEGY 
ACTION 
CHAllTNGT 
RT TITHES 
ORIGIN AUTY 


In the modem game, set 
pieces anywhere near the 
twenty yard box get 
defenders panicking. 
Appreciating the potential 
of set pieces. World Cup 
Striker gives players the 
chance to set up their 
attack prior to the kick. It is 
important to take the kick 
quickly once you're ready, 
because defenders will 
hurry to mark up the for¬ 
ward line. 


lORETlRM IRTIBIST 


P MS (HIM I OR 


There is no 
tile Soccer 
moment. 

ANDY “ h ' 

"Quality" titles at the top 
of the heap fulfill seperate 
roles. Those requiring a 
highly tactical game need 
look no further than World 
Cup or Kick Off 3. FIFA will 
find favour in those seek¬ 
ing a more spectacular 
match, whilst players look¬ 
ing for a speed bootaround 
are hastily directed to 
World Cup Striker. WCS is 
as instantly playable as 
ever but with new bits 
added such as bigger 
sprites and smoother ani¬ 
mation, mode 7 penalty 
shootouts, hu-uge tourna¬ 
ments, more strategy and 
play options and a five- 
player option. None of 
these inhibit the gameplay 
and there's no tweaking 
your teams meaning WCS 
is still the unthinking 
man's thumb-torturing 
classic it always was - 
except now moreso! Yet 
despite the new bits WCS 
lacks the depth of some of 
the competition so won't be 
to everyones taste. But sod 
that, it's incredibly good 
fun to play and probably 
the fastest of the lot. Give it 
a long look soon. 


BBRPBICS 


SBBRB 


It's difficult to talk about 
World Cup Striker with- 
^ out the desire to com- 
^ 1 pare it to other footy 

releases, especially FIFA 
LflpS i Soccer. As far as compar- 

i sons 9° though, the 

^ most important has to be 
with the Striker original. 
ROB This is definitely an 

improvement, packing 
more options and in-game touches to 
further enhance the gameplay, and it's 
still as fast as ever. What made it more 
impressive for me was the use of real 
players which always succeeds in giving 
it a more realistic feel and making it 
more fun to play. The game logic is 
more or less faultless. Ocassionally the 
game is a tad slow at getting to the 
right player but this is rare and certainly 
doesn't happen regularly enough to 
frustrate. World Cup Striker has plenty 
of challenge in one-player mode, incor¬ 
porating a Special Cup to really push 
you to the limit, but like all decent sports 
sims in really comes into its own in 
multi-player giving you and chums end¬ 
less hours of fun. 
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A Smooth, cool and bubbly, come onl 
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(Sorry, unavailable*) 
































































FATAL ATTRACTION 


CONTROLS 


• CONTROL: Joypad 
m RESPONSIVENESS: Just right 


ZERO FUNCTION 


EnTERTRinmEnT 

SVSTEm 


) 


One 


faster than ghosts through a 
Warp Tunnel. This enables him 
to trick the funky fright-meisters 
into following him whereupon 
he gives them the slip. 


• BY. 


NAMCO 


• PRICE : 


£TBA 


RELEASE\ 


JUNE 


GAME TYPE: 


EAT'EM UP 


CART SIZE: 


MEG 


m GAME ORIGIN: An ancient coin- 
op that everyone went loopy for 
before they new any better. 

% GAME DIFFICULTY: Hard 

• 1ST DAY SCORE: 43200 

• ALTERNATIVES: There is no alter¬ 
native! Oh ok: Trog 


EL NOTHING 


4 2 


UNO FUNCTION 
R: NO FUNCTION 


START: STARTSA>AUSES THE FUN 
SELECT: COUUJNT CARE LESS 


Pac-Man gobbles as mapy points as XI 
possible to earfr credibility, and 
points are presented as pills. They're 
not difficult to find, though areas sur¬ 
rounding them become increasingly 
more treacherous the longer Pac-Man 
survives. This is all due to a bunch of 
ghosts whose job it is to track Pac-Man 
down and smother him whenever possi¬ 
ble. Previous ghostly encounters have 
taught Pac-Man a few tricks: 




• PLAYERS: 


No 


m HEAD TO HEAD: 


m BATTERY BACKUP: 


No 


CONTINUES: 


None 


OPTIONS: 


None 


m ust as the scene becomes 
I over-crowded with opb-on- 
40 one beat 'em ups, the king 
of the one-on-f^ur eat 'em ups 
makes a come back. His nmne 
is Pac-Man - the most signifi¬ 
cant video-game hero of the 
1980s, if not of all time! At long 
lasftIKrfctkffendo players 
can own a copy of this 
classic game whose V 

hero has no arms or ■ 

legs but can still eat H 
many recent games for ■ 
breakfast! ■ 

The game play is sim- ■ 
pie: Eaf or be eaten, with ■ 
the only threat coming S 

from the four ghosts to ■ 

whom the maze belongs. ™ 
Each time a maze is 
cleared Pac-Mgri attempts 
to empty another of 
booty. And so it goes on. 

Some view Pwproan as a 
major classic, others prefer 
to leave the game in the 
1980s and focus on more 
recent stuff. NMS is now chal- a 
longed to decide which, if any// 
is thfo right opinion. 


(ABOVE) 
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beyond 
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COMMENT 


What can we expect of the 
future of gaming if people 
are wheeling out rusty old 
so-called "classics" like this 
for our consumption? I may 
be missing the point but 
with its flat uninspiring 
graphics, exceedingly 
repetitive gameplay and 
/M/Uny horrendous sounds all of 
which are as poor - if not 
worse - than they've always been, I can 
see no earthly reason other than nostalgia 
for the bad old days why anyone under the 
age of 20 would want to part with their 
cash for this. Pac-Man must die!!!. 


Nintendo 









































BASHFUL (ALIAS XNH* Pcrc-Man 
relies on Bashful's unpredictable 
jfnature! He makevfo travel /one 
way then changes his miryf. Pac 
Man is and wdHmg! 


ASSASSINATION 


PLAYABILITY 


LASTABILITY 


GROCERY OVT.' 


BYiBAll 


WLLK ■■[□q 
MONTH I Hi CZH CD 

YlAB 

1 tow H hib HcoobH high [ 

? PBISINTATIBN 


EBAPH ICS 


CHALLlNBt ip ip eg 
BlfllKlS HH 
BBIEINALITY WMmD i 


tow [fair] 


LONG TERM INTEREST 


rrmrrwn 


STOATBY 


SBBNB 


SPEEDV 


BASHFUL 


▲ r—Inf littiUL Ulawlntnw f imar ||bmm 

mM| iniiu ana mraniMi nivres uvan 
the procMdings. The sound offeds ore db- 

L-l - iMinmt |La tawrlnw m (L« 

ana mwp maanw wna ■^mnan hi# iwa 
T Hso—tb lib mi old go—. Yra? WtM? So? 


CHARACTER 


y Pcfc-Man 
predictable 


A Just like the original coin-op! Cooil 

T Again, con rate i!m point of boing too bask. 
WHO CAKES7I 


the 


wh 


Pac 
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to 


crux 


the 


chara 
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of 


the 


four 


gho 


Each 


has 


i personal 
owledae#! 


and 


on 


wn 


this 


Pac 


Man 


at 


liveliho 


pends 


RATINES 


SPEEDY (ALIAS PINKY): 
head Pap^m off < 
\Beat him to it! | 


Likes to 
e pass! 


If _I_ «- I_1- -I- f - -m. -1-1- 

n vovy nsk oy roaoj s sranoanis* 


A Pac-Man b fast and exciting providing 
jast tho right nrix of bodaebts am! boMft- 


T It b a vwy oldr bask gaao. Umio aft no sacral 
Hons and only ono skill lovol 


An NES without Pac-Man Is like a world | 
without trees, water, air and NMS. Not only 
is it unthinkable but it's much less fun! 


SHADOW (ALIAS BUNKY): Is the 
fastest and most intelligent of 
ghosts. Not quite so snappy as 
Pac-Man though! 


POKEY (ALIAS CLYDE): Pac-Man's 
biggest fan pursues him wherev¬ 
er he goes! Get outta here! 


A Pac-Man's npponl b thnoioss. 

gone a dmneo In Ibo first pinco. Shame, oh? 


OYE) Pac-Man gives Inky and Blinky the slip 
, \ through the,tunnel. 


COMMENT 


- - \ 

item \ 


Occasionally a bonus 
appears in the centre of the 
maze. This takes the form of fruit 
in the early mpKe^fi^N&worth a 
few hurMred points, which is OK. 
LaJpfrlWtrever, n^ou ^aiu aE 
irems su|h a\qolden bells^Jjrrfipt^ 
r Pac-Mk®p^ay frxikm^bis^Tormal j 
duties and are wortl\thousands! 
Alright! 


Pac-Man is distinctive 
because of its simple, yet 
completely uninhibited 
£ £ approach to game play. 

The skills required are so 
very straightforward and 
uncomplicated but, at the 
same time, demand fast 
reflexes and great mental 
stamina to perfect. It's true 
most players can become 
disheartened after losing their last credit 
on the fourth, apple -bearing maze, espe¬ 
cially with no option to continue. However 
the real deal only makes itself apparent 
after about the seventh or eighth Golden 
Bell - roughly ten mazes into the game. 
This is where the fun really starts! 

Suddenly the whole world disappears 
leaving just a crazed player, the NES and 
Pac-Man! Few games transport players to 
this hypnotic, man-vs-machine state: Street 
Fighter-style games are complex and 
require a different kind of approach alto¬ 
gether, whilst shoot 'em ups are generally 
way too contrived to class as truly instinc¬ 
tive. Pac-Man is the hardest act to follow 
there is, which is probably why, after all 
these years, few come close to matching 
the excitement of this little yellow guy 
who's cooler than a freezer full of lemon 
ice-pops! Pac-Man is Pac-Man - there are 
simply no comparisons! Long live Pac-Man! 
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I INSTANT BONUS GAMES AND BOSSES 

KIRBY'S PINBALL LAND 


GAME BOY 


★ ★ ★ ★ 


Judging by the way Stephen Edgar offers his 
cheats to the NHS he seems to think them 
nothing special at all. He's obviously forget¬ 
ting the current Kirby craze! Anyhow, in 
return for his shared wisdom in all things 
pink, Stephen receives two incredible Konami 
games through the post. Hurrah! 

CHALLENGE BECEDES BEST 
AT RANDOM 

At the title screen press DOWN-RIGHT, 
SELECT and A simultaneously. 



(ABOVE) Flip Kirby at the tiled wall for points. Create a hole for the 
witch to fall through then bounce the old crone for a big bonus! 


(ABOVE) Feed Kirby! This isn't difficult at all as the little guy eats 
everything in sight! Just keep the food coming at him. 


(ABOVE) The trick here is to send the keeper one way with one ball 
then quickly snap the other into an opposite corner. Whoopee! 






(ABOVE) After a time Poppy calls for his twin in an attempt to stop 
Kirby bouncing all over his head. Doesn't help him much though! 


PLAY BONUS GAMES AT WILL 

At the title screen press DOWN-LEFT, SELECT 
and B simultaneously. 




(TOP) A Black cat indicates that the Boss cheat is working. 
(ABOVE) White moggy mews news of the selectable bonus rounds. 


(ABOVE) Only when Kracko begins to storm does Kirby have cause 
to worry. Flip our little hero onto Kracko's back for multiple hits. 


(ABOVE) Wispy tries his utmost to blow poor Kirby away but, as you 
can see, Kirby isn't in the least bit worried. Just mind the spikes! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


45 (NMS) 































































































Desperate, help-seeking people aren't given to reading polite little paragraphs; 
instead they search each and every line of NHS text in the hope of finding some long 
lost solution to their problems. No, the purpose of these introductions is, as always, 
to tempt know-it-all players into sharing their knowledge. In return the best contribu¬ 
tors are rewarded with two games of their choice straight from Konami's UK 
Headquarters! Call yourself a games player? Prove it! Send all entries to: READ MY 
TIPS: 'YOU WILL SEND ME TWO KONAMI GAMES. YOU WILL...', NHS, NMS, 
PRIORY COURT, 30-32 FARRINGDON LANE, LONDON. EC1R 3AU 


The mysteriously named Misty has discovered 
a secret exit for Mr Nutz to make use of. On 
Woody Land III lead the wise-cracking squir- 


(ABOVE) Yes, very funny Mr Nutz. Now get back in the oven - er 
lovely warm room - er... 


NMS gave this game high recognition upon 
its release last year. Perhaps this inspired 
Paul McMullan form Ireland to dig deep into 
the game's mechanics and find this cheat. To 
reach FI status immediately press UP, 

DOWN, LEFT, RIGHT, X, B, Y, A, A, A, A, A, A, 
A after choosing a machine and rank. 


ALWAYS SERVE AN ACE! 

JIMMY CONNORS 


SUPER NES 


★ ★ ★ 


It's nice to impress your clue-less mates 
sometimes with incredible games-playing 
feats that only you know the secret of. Murray 
Rogers has found the secret recipe to serving 
aces every time in Jimmy Connors' tennis on 
the Super NES: Select Akira as your player 
then choose hard court. Simply using the B 
button to serve achieves the desired results! 


POINTS AND BALL BONANZA! 


JAKE CRUSH 


★ 


★ 


★ 


SUPER NES 


No good at pinball and ashamed to admit it? 
Well has Shane O Connor got news for you! 
Writing from County Cork in Ireland, Shane 
says that entering a row of fives as the pass¬ 
word allows players to boast points totalling 
840 million and 33 extra balls. 


INSTANT FI STATUS 

EXHAUST HEAT 2 


SUPER NES 


★ ★ ★ 


SECRET EXIT 

MR NUTZ 


SUPER NES 


★ ★ 


W73I 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 












































(ABOVE) When you see this screen input the cheat as fast as you can 
and with any luck.. 


i'1987 1333 EL.ORG. 


TETRIS BATTLE 


E STERE D TRADEMARK OF EL OR 


TETRIS BATTLE 


LICE NS E I> TO H I NTE ND O ANE 


SUBLICENSEE' TO BPS 


l 1 1 333 BPS ALL FLIGHTS RESERVE 


INAL TETRIS CONCEPT, 


TD PROG FLAK 


BATTLE GAIDEN 


PLAY AS THE BOSSES! 

TETRIS BATTLE GAIDEN 


SUPER NES 


Here's one the NHS prepared earlier. Though 
the game isn't available officially yet, those 
lucky enough to have access to an imported 
version take note. To play as either the 
Princess or the Dragon follow press B, B, X, X, 
A, Y, A, Y, UP and LEFT on the 'all rights 
reserved' screen. Select vs mode from the 
options and wait for the character-select 
screen to appear. Now, when choosing a 
character, hold down the R and A button to 
compete as the Princess or L and A to sum¬ 
mon the dragon king! Keep the buttons 
pressed until the match begins or the cheat 
doesn't work. 



(ABOVE) ..hurrah! The copyright text turns from white to blue 
before your very eyes. Boss-like antics are now yours! 



a o «? i a o 

a , &*>*=*$ 

% , <97? i ®o **>*!»*& 


(ABOVE) It doesn't matter who you choose providing you keep the 
necessary buttons pressed until the game starts. 



(ABOVE) The boss characters have the deadliest spells of them all! 



Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


CZ2Z3 


Thrashing Brazil by fifteen goals to none is 
easy when following Steve Dent from Hants' 
advice. Bearing the man's tactics in mind it is 
simply impossible to lose! There are two 
methods to take into account, however. Both 
are printed here: 

Goalie to left of penalty spot: Goalie 
throws ball to the first player. Hold the D-pad 
down and press B to kick. A quick right on 
the D-pad results in curling the ball for a 
GOAL! 

Goalie to right of penalty spot: Once the 
receiver has the ball press down on the D- 
pad, the B button and a quick left on the D- 
pad to score. 


UNBEATABLE TACTICS 

STRIKER 


SUPER NES 


★ ★ 













































MEMORY GAME - LAST BOSS HELP! 

MYSTICAL NINJA 


SUPER NES 


Should anyone find the memory games in 
this incredible title confusing beyond belief, 
Andrew Lake from Newport has developed 
the best method to deal with them. Select the 
cards positioned diagonally opposite the cen¬ 
tre four cards. Doing this rules out a number 
of patterns so it's easier to work out the right 
one.Eh? 

Also, Andrew divulges the best tactics for 
defeating the final boss. Kid Ying's pipe is 
best used to deflect the arrows back at the 
Tiger's head. Once it is defeated summon 
Ying's 'Lion Hearted' Jutso or Yang's 
'Frenzied Foo Foo' to finish the rider. 


ENTER YI 


10 ISIS 


POtlJOa 0376 


lESiiliail 


POUilOO 




SKIP LEVELS 

SUPER SWIV 


SUPER NES 


★ ★ 


SUPER NES 


★ ★ ★ ★ 


Believe it or not there is a four-player option 
hidden in Virtual Soccer. Just follow this 
advice to take you there: 

With the multi-tap adapter plugged in, access 
the main menu. Now press L X 6, R, L X 15, 

R, L X 21, R, L X 18, R. A virtual soccer team's 
worth of people sent this cheat in, of which 
Kevin Mooney, Jane Curtis and Richard 
Merville are but three. 



(ABOVE) So there you go: The most virtual fun anyone can virtually 
want to gain from a virtual soccer game. Virtually cool, eh. 


LEVEL CODES 

TRODDLERS 


SUPER NES 


★ ★ 


Crikey, these level-skip cheats are complicat¬ 
ed! Harjit Lota from Southall shows no mercy: 
Pause the game and press: 

Level One: R, L, R, R, L, L, R, L, R, R, L, L. 
Level Two: R, L, R, R, L, L, R, R, R, L, R, R. 
Level Three: L, R, L, L, R, R, L, L, L, L, R, R, R, 
L. 

Level Four: R, R, R, L, L, L, R, R, L, L, R, L, R, L 
Level Five: R, L, R, L, L, L, R, R, L, L, R, L, R, L, 
L. 

Level Six: L, L, L, L, L, R, L, L, L, L, L, L, L, L, R 

I SECRET FOUR-PLAYER ACTION 

VIRTUAL SOCCER 


Level codes may look kind of boring, but for a 
game like Troddlers they're essential. And so, 
as it happens, is Steve Brown - without whom 
there wouldn't be any level codes printed 
here: 

Level Ten: SKPRND 
Level Twenty: MNNS 
Level Thirty: NWTHNG 
Level Forty: CRSSF 
Level Fifty: LTTD 
Level Sixty: MNHNTR 
Level Seventy: BRNT 
Level Eighty: FRNDC 
Level Ninety: NPLLPLG 
Level Ninety-Nine: TWKY 


TWKY — —"- 


B C D F G H 

E 

J 

n 

P Q R S T U 

w x [Vj z - 

Use arrows bo 

Move cursor 

Y—B to choose letter 

X—A to erase letter 



Mark Williamson's letter is decked out with 
neat little boxes containing loads of useless 
information ( sorry Mark - but they are ). 
However these codes for Wolfenstein might 
prove useful to some of the more blood¬ 
thirsty gamers out there: 

Level Two: TRFJD 
Level Three: VJOVCK 
Level Four: VRTLRF 
Level Five: RHPRMS 


Meanwhile, Oliver Mills has done just that lit¬ 
tle bit better and supplied even more! 

Level Ten: PRTLNV 
Level Fifteen: NVRVQN 
Level Twenty: HLDLMM 
Level Twenty-Five: DNKLRM 
Level Twenty-Nine: BCJVSF 



(ABOVE) Hey! These novelty fire-lighters just get better and better! 



(ABOVE) OK, you can stand up now mate. I was only messing. Mate? 



Here's a sneaky one! Robert Dill from 
Wigtown has discovered a sure-fire method 
of sneaking past the more difficult adver¬ 
saries in Ys III. Whenever an especially 
vicious enemy is encountered save the game 
then load it again. Said enemy is now extinct! 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 












































(ABOVE) Verily a little chime is heard and the adventurer's energy 
doth deplete. Now ye adventurer can, without honour, retreat! 


In the days before Stunt Race FX, Excitebike 
and Motocross Maniacs provided all the nec¬ 
essary thrills and spills for Nintendo players. 

K Loudon's cheat for the latter is effective in 
level two, at the point which the bike shoots 
vertically from a loop. Having gained enough 
speed from the loop the bike passes through 
the ground at which point it is possible to 
avoid every other obstacle! 


Wfl % « W'* ® 


SAME CHARACTER FOR BOTH PLAYERS 

KING OF DRAGONS 


SUPER NES 


★ ★ 


Here’s a rather forlorn little cheat Gary 
Harrod prepared. It enables two players to 
select the same character in Capcom’s The 
King of Dragons. At the Capcom logo, quickly 
press DOWN, R, UP, L, Y, B, X, A and START. 
So that's one...two...TWO! Two stars Gary! 
Happy? 


(ABOVE) Behold! The logo of Capcom appeareth. Press DOWN, R, 
UP, L, Y, B, X, A and START here, oh readers. 


SECRET EXITS AHOY! 

GAUNTLET II 


GAME BOY 


★ 


★ 


★ 


By leading an explorer to a point where they 
are safe from harm, have them remain still 
for about a minute and a half. After this time 
all the doors spring open at the cost of a 
small loss of energy. James Curry from 
Kimpton near Hitchin threw that one down 
before the NHS. 


LEVEL SKIP 

JURASSIC PARK 


GAME BOY 


★ ★ ★ 


Leading Dr Grant through the perils of 
Jurassic Park is hard work. However Harjit 
Lota from Southall has this cheat for a level 
select to make the journey that much easier: 
On the High Score screen press UP, DOWN, 
RIGHT, UP, DOWN, LEFT and SELECT twice. 
Now, whenever players press START, SELECT, 
A and B together Grant is transported to the 
beginning of the next level. 


PASS THROUGH WALLS! 


MOTOCROSS MANIACS 


★ 


★ 


★ 


GAME BOY 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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SECRET BOW WORTH LOADS! 

LOONEY TUNES 


GAME BOY 



NO, NO, NOT MORE LEVEL CODES!! 

LOLO n 


NES 

★ ★ 


Arthur Hannam from Bath knows Game Boy 
Looney Tunes like the back of his white, 
three-fingered gloves. To prove it he tells us 
of a secret bow worth 10, 000 points found 
as early as stage one. Daffy dives into the 
water as usual but, instead of swimming 
down he jumps onto the river bank across the 
water. The wall to his right is hollow, allowing 
Daffy to pass through and claim his prize! 



Not only are Konami Stephen Harris' 
favourite games producers, NMS is his 
favourite magazine too. Apparently Stephen 
has compiled a set of level codes for 
Boulderdash than any seen previously. 

Level Two: 635870 
Level Three: 840137 
Level Four: 840967 
Level Five: 225378 
Level Six: 752053 
Level Seven: 423480 
Level Eight: 457397 
Level Nine: 432579 
Level Ten: 864111 
Level Thirteen: 532375 
Level Fourteen: 243481 


Cheers to Steve Johnson who hails from 
Manchester but shouldn't be blamed for that. 


Richard Wilson's ever-so polite letter shows 
he is a dedicated fan of many games. He's 
even drawn dozens of pictures of his favourite 
game-heroes to prove it. Lolo II is one of the 
games featured in his letter, the level codes 
of which are printed here: 

Level 1-5: PRPJ 
Level 2-5: PZPC 
Level 3-5: PDPQ 
Level 4-5: HVKT 
Level 5-5: HGKG 
Level 6-5: HTKV 
Level 7-5: QQDD 
Level 8-5: QCPZ 
Level 9-5: QJDR 
Level 10-5: VQTD 
Pro Level 4: PROD 



There is a secret option in Ninja Gaiden for a 
sound test. At the Tecmo logo press LEFT, 
DOWN, A, B then START. Unfortunately the 
sender's name and address has taken a walk. 
Sorry, venerable old bean. 


LEVEL CODES, AARRRGGGHH! 

ISOLATED WARRIOR 


Level 2: 1227 
Level 3: 0501 
Level 4: 0705 
Level 5: 9801 
Level 6: 2687 

These were sent in by our Bridportian com¬ 
rade John Williams. Cheers chief! 



On the title screen press B, A, B, A, UP, 
DOWN, B, A, LEFT, RIGHT, B, A and START 
then start the game select your Turtle and 
you'll be presented with a stage select screen, 
choose the desired stage and then press 
START, you will also have the added bonus of 
20, count 'em, lives. COWADUNGA 
DONUTS! 


CHARACTER CODES 



Before sampling Richard Wilson's Lolo II 
codes, the NHS makes extra room for the 
chap's respectable Faxanadu, RPG character 
passwords. Sir Richard's passwords find the 
hero... 

As a Battler in Forepaw: vmloAQtkCEAA 
As a Fighter in Forepaw: wmo4AAtkCEAFA 
As a Chevalier in Forepaw: 

4mpYgCtkCEAFA 

As a Veteran in Victim: xGxsAntsCEIBM 
As a Warrior in Conflate: 
HH18EnlsEJEYIxQ 
As a Swordman in Conflate: 

DH2MEnlsEJEYIxQ 

As a Hero at Daybreak: j36cEnl 0EJGaCg8 
As a Soldier at Daybreak: 

?H6sUnl0ELDZoF4 

As a Myrmidon on Dartmoor: 

AZe,UNl OEMDWaEfCEA 

As a Champion on Dartmoor: 

QJfPUn?8IJQGYwR8IN 

As a Super Hero on Dartmoor: 

B5ffUn?8IJQGYwN8Gg 

As a Paladin on Dartmoor: 

24?vUn?8IJQGYwJYQ 

As a Lord on Dartmoor: 

87f?cn?8IJQGYzajwg2EIQ 

By the way Richard, Seal really liked your 

character sketches. Any chance of sending 

old blubber-guts a full colour picture or 

three? 



When you have lost all of your lives press A, 
B, A, B and you'll receive an extra three lives, 
the only snag is this little corker can only be 
performed in two-player, so there. And this 
little beauty came from the one and only 
Steve Johnson who still comes from 
Manchester I'm afraid. 


That's all 
folks! 

(till next month any wayO 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 






















































NINTENDO MKLP SYSTEM 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 











When asked to describe Wario, Super 
Mario grew red in the face, about- 
turned and ran off. How absurd! 
Though Nintendo’s latest Game Boy 
personality is rougher than his 
coarse cotton overalls, he’s surety 
not all that harsh a character. Is he? 
Simply because his nose compares 
to a piece of old fruit, he has cross 
eyes and unsightly ears doesn’t make 
him so repulsive. Does it? 

Wario hardly works to create a good 
impression: First he tries to move 
into Mario’s home uninvited and now 
he's off to steal treasure from 
beneath the beaks (because they’re 
ducksJ of unsuspecting pirates! Dear, 
oh dear. 

In this player’s guide the NHS helps 
all those willing to aid Wario in his 
greedy exploits by suggesting tricks 
and hints, helping partners in crime 
to get the most from Kitchen Island - 
temporary residence of the Brown 
Sugar pirates. 




IF THE HAT FITS,.. 

Thomas Cook probably wouldn't touch Kitchen Island with a very long stick, it is such a dread¬ 
ful place. So appalling in fact that the disgruntled natives have a saying: 'If you can't stand the 
heat, sod off and leave us to it!' (The last bit used to read 'get off Kitchen Island' but the alter¬ 
native is thought more honest). 

Wario finds it impossible to step ten feet without happening across something horrible and 
dangerous, which explains why he is so dastardly delighted to find help in the form of special- 
purpose hats. 



Wario initially dons a Safari Hat for his 
adventure. It looks quite a lot better than his 
peaked cap and helps him feel big and 
important. This bad 'hattitude' enables Wario 
to slam most islanders out of his way as he 
goes about his business. 
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Metroid III , alias Super Metroid, is 

here. To honour the event NMS presents 
you with this colossal, 12 page feature. 
While this may seem OTT at first, it soon 
becomes apparent that there's barely 
enough room to do Super Metroid jus¬ 
tice! So, in such a small space, we include 
a two-page history of the Metroid series 
and dedicate ten pages to the UK's first 
review. It's certainly an incredible read. 
But don't thank us - thank Nintendo, for 
providing the most sensational Super NES 
title of 1994! 


BY NINTENDO FORMAT SUPER NES 
RELEASED 7994 CART SIZE 24 MEG 


BY NINTENDO FORMAT GAME BOY 
RELEASED 1991 CART SIZE 2 MEG 


BY NINTENDO FORMAT NES 
RELEASED 1986 CART SIZE 4 MEG 





















In the heady days of 1986, Nintendo created video-game history by producing 'Metroid' 
for the NES. Since that time the game has sold many hundreds of thousands! 

The concept behind the Metroid series is the work of Nintendo's R&D 1 department, 
which has been headed by a man named Gunpei Yokoi since the very beginning. In 
Samus Aran, the heroine of all Metroid games, Yokoi and Co. invented a versatile char¬ 
acter who is constantly required to develop her skills as the tasks before her increase in 
difficulty. Two Metroid titles are currently available: one for the NES, the other for Game 
Boy. This NMS special feature celebrates the arrival of a third - Super Metroid. Before 
anything else we'd like to offer an insight into Samus Aran's background. 






Buj 

























DEFEAT THE METRO ID OF THE PLANET 
ZEBES AND DESTROY THE MOTHER 
BRAIN THE MECHANICAL LIFE VEIN 


Dumus Mum nmves on mo planet Zebes in response to an 
emergency signal from the Galaxy Federal Police. As the 
galaxy s most ambitious bounty hunter she explores the 
many underground caverns and potholes in the hope of 
defeating a Metroid life-form and assuring the termination 
of a notorious Space Pirate leader: The Mother Brain. 

With the assistance of a volunteer - one highly-skilled 
player Samus endeavours to meet her mission require 
meats and earn her just reward One of the toughest plat 
tomi adventures ever written findb Sumus and player solv 
mg problems and defending against relentless enemy 
I an incredible saga I his is the 


assaul 


spawnet 



Though the Mother Brain perished, a Metroid colony insti¬ 
gated by its Space Pirates thrived. SR388 has subsequently 
developed into an extremely hazardous area of the galaxy 
where none but Samus are willing to tread. The Metroids 
here are the remnants of those being bred to eradicate 
the human race. Samus must exterminate them all! Only 
forty remain. Only?! 



METROID MASSACRE 

Samus 1 cold-blooded slaughter of newly-hatched Metroids 
appears heartless and cruel. But Metroids are mean little 
suckers at best - ferocious BIG suckers at their worst! Only 
missiles are powerful enough to break through the aliens 7 
protective shells, exploding on impact, eventually splitting 
the blood-sucking varmints into several bite-sized meals! 


CnmS) 4 



(BELOW) In Metroid II Samus can 
transform into the morphing ball 
immediately. 


CONDENSED ILK 

However compact Metroid II first 
appears, players soon discover 
that much is [improved over the 
original adventure. Sometimes the 
Game Boy is giaced with the best 
of all interpretations of a popular 
character and, until Super 
Metroid, thislwas certainly true 
with Return of Samus. 


M 4 























BY NINTENDO FORMAT NES 
RELEASED 1986 CART SIZE 4 MEG 


©mi Nintendo 




(ABOVE) When not relying on her agility to evade danger Samus resorts to the 
use of her plasma rifle to fend off attacks. The weapon is as adaptable as its 
owner and develops from a short range blaster into a powerful laser rifle as 
the adventure progresses. 

(BELOW) Most barriers blocking Samus' path collapse under the force of a sin¬ 
gle shot from a plasma rifle. Others are much stronger, requiring Samus' 
selection of her missile launcher to weaken them. 




I 


PURSUE THE METRO!D TO THEIR 
HOMEWORLD SR388 AND 
EXTERMINATE THEM COMPLETELY 


As Samus ventures further beneath the planet's surface 
she takes the player's mind with her. The simple yet 
fulfilling concept of seeking and finding, constantly 
navigating the most beneficial course or track is so 
well implemented in Metroid that its appeal remains 
unaffected - even after what is approaching a decade. 
Like the Super Mario series Metroid sequels are both 
sought after and greatly appreciated. 


(ABOVE) A feature the NES version 
sorely lacked was Samus' ability to 
save her exact status at regular inter¬ 
vals. Not one but three saved posi 
tions are available with the Game 
Boy cart's battery back-up. 


(ABOVE) The level of detail is improved in Metroid II 
Keepers look far more impressive. 


RETURN OF 5.4MUS 
















































Why is it that, despite the lack of any real evidence that aliens 
actually do exist, we'd all imagine them to be the most 
hideously deformed creatures ever conceived? They would 
probably resemble huge, amorphous blobs, have eerie, pul¬ 
sating lights shining from every orifice and a set of razor 
sharp fangs where its legs should be. As well as being the 
spitting image of Tim Boone, it just also happens to be a / 
perfect description of the brain-sucking star of / 
Nintendo's biggest game to date, Super Metroid. / _ 

Anyone familiar with the previous incarnations / 

of Metroid on the NES or Game Boy 

will recall the Metroids as a race of —- 

giant jellyfish with an insatiable vT 1 

appetite for moist noggins. In the / / 

game, you take control of a bounty / 
hunter, Samus Aran, whose job in / 
life is to exterminate as many of / 
these amoeba-like vermin as pos- / / 

sible. However, it turns out that / / 

Metroids aren't really the / / 

aggressive creatures that we / / 

have been led to believe, / / y 

and in fact have remarkable / j 

powers which Earth scien- / i 

tists believe can be / / / 

harnessed for the s' s' / 

benefit of mankind. ^ 


1934 Nintendo 


Unfortunately, before 






C0NTR01S 


• BY: NINTENDO 

• PRICE: £49.99 

• RELEASE: JUNE 

• GAME TYPE: ACTION ADVENTURE 

• CART SIZE: 24 MEG 


• PLAYERS: I 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 

• CONTINUES: Infinite 

• OPTIONS: Loads! 


fui rums 


• CONTROL: Joypad 

• RESPONSIVENESS: Very accurate 


Using the ship's computers you are able to make out several distinct 
areas below the surface of Zebes. Each has its own climate along 
with conditions that are unique to that area. These have been provi¬ 
sionally named as Crateria, Brinstar, Norfair, Maridia and Tourian. 
The computer is also able to detect the wreckage of an alien vessel 
that has crashed nearby, and it has recommended each area be 
thoroughly explored in the hope of finding clues that will help in 
locating the Metroid larvae. 


• GAME ORIGIN: Follow up to successful 
NES and Game Boy versions.. 

• GAME DIFFICULTY: Taxing 

• 1ST DAY SCORE: Obtain Varia suit 

• AL TERNA 7TVES: Super Probotector, 
Castlevania, BOB 


the scientists dreams of 
world peace, restoring 

the ozone layer and adding an extra coloured stripe on to their 
favourite toothpaste can be realised, the Metroid larvae is kid¬ 
napped by a band of ruthless space aliens and whisked away to 
their hideout. 

It's now down to you to rescue the infant Metroid before the evildo¬ 
ers can utilise it for their own wicked purposes. So zip up your space 
suit, strap on your moon boots and get to it soldier! 


AGAINST THE ELEMENTS 

When you first land on the planet Zebes you could be forgiven for 
thinking you'd arrived in Blackpool by mistake. Torrential rain and a 
feeling of complete isolation are the first things to greet you when 
you set foot on the planet's surface. However, things more sinister 
than wiry candy floss and overpriced hot dogs await our intrepid 
heroine when exploring the deep caverns that lie ahead. 
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CRATERIA 

Long ago an ancient civilisation built 
a complex beneath the planet's sur¬ 
face. Named Crateria, this remark¬ 
able fusion of alien technology and 
solid rock was sadly left to decay 
when the race that constructed it 
became extinct centuries ago. The 
majority of the complex is no longer 
in operation.'However, the doors co¬ 
operate with a little persuasion from 
your beam cannon. Expect no resis¬ 
tance at this stage. 


(ABOVE) Elevators raise and lower Samus between 
areas. They give her time to recover her breathand a 
few moments of preparation for what is to come. 


(ABOVE) Performance is rated according to the percent¬ 
age of items collected. It takes skill finding them all! 


(ABOVE) When Samus first arrives on Zebes she is met by clouds of mist 
and there are no signs of life. What is going on here? 


(ABOVE) After awaking the keeper who holds the power-bomb the mist 
clears and the inhabitants of Zebes come out in force! 


(ABOVE) Fragile floor-tiles shatter under the force of 
Samus 1 plasma fire. Such tiles regenerate after a time 
however, so speed is required to reach whatever lurks 
ahead unharmed. 



7 (MS) 



























(AIIOVI) [he battle inges lout) mid hard with bumus humedly sending nnssiln upon missiln into the crealui 


in; s maw 


Once the ginnl is defeated Scimus goes on to collect the Vmia suit Excellent 1 Cool! 


(ABOVE) Plant life on Zebes is lai removed from that of planet earth! 
Altei wasting this botanical boss Samos makes use ol its carcass to access 
the keeper ol the Super Missiles. 


BRINSTAR 

Beneath Crateria lies a vast network of caves. Due to fascinating crystal-like formations found in the rock, this 
area is constantly bathed in a myriad of coloured lights. These lights have encouraged the growth of strange 
vegetation and rare fungi. Despite the unnatural glow, visibility is still poor due to the presence of spores 
being constantly dispersed into the air. Life forms found here are more aggressive than those encountered 
previously. Caution is advised. 


(ABOVE) All the creatures encountered by Samus above and below Zebes are cool. The bosses are breathtaking! This 
reptilian creature shakes the screen and - with the volume up high - even the room! It's time to panic! 




JVMS 


THE LIVING PLANET 

Zu be s is teeming with thousands of alien life forms of varying shapes and sizes. 
Some species are common in most regions whilst others are only found m spe 
cifi‘ areas. Surprisingly, the majority of creatures encountered don't attack 
unl<*ss you disturb them first This rule doesn't apply to everything you meet so 
it's wise to adopt a Shoot First Ask Questions Later policy, |ust to be on the safe 

























(ABOVE) Even flu? protection offoiod liy the powerful Vonu suit isn't enough to pmlect Samus from molten lava! 


(ABOVE AND BELOW) After charging over lava pools our 
heroine stumbles across the Speed Booster. Now she is able 
to use her increased velocity to crash through walls! 




(ABOVE) There's much more to Norfair than first 
meets the eye. It has many hidden depths. 


(ABOVE) Chill to the Ice Beam and rave to the Wave Beam! There are so many weapons awaiting Samus 1 collection 
and so many possibilities for their usage once she has them. Go Samus! Go Samus! GO! 


(ABQVt) l uva snakes ate useful ns platforms when 

frozen by Samus' Ice Beam. 


NORFAIR 

Using specially constructed protective suits the people of 
Crateiia were able to mine precious ores from the fiery 
depths of Norfair. A series of tunnels was built to connect 
the existing caves, but unexpected volcanic activity made 
completion of this work impossible. Modifications to your 
suit will bo required if you are to withstand Norfair's 
incredibly high temperatures. 
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(ABOVE) With the Grappling Beam added to her inventory Samus is able to reach many essential items. Such as the 
Energy Tank pictured here. 


SI ■ I IH V I HIM. f M OUI HCI 


Mr. i • 1JU1 t i it i umiuiiri 


Cfll fIMY I MINI fj I It I | I Y 


00 59"42 


m 


9 (NMS) 



































(ABOVE) For the sake of speed Samus often uses her Grappling Beam to 
swing her across treacheroius waters. Remember, time is important too! 


(ABOVE) Droids found in the Wrecked Ship 
are pretty harmless, though not useless. 


(ABOVE) 'Why me! Why me! Why me!' Finally Samus overcomes the horror of the wrecked ship.. 


WRECKED SHIP 

A short distance from your own transport lies the wreckage of an unidentifiable 
alien vessel. Firmly embedded in rock and surrounded by deep water, the mys¬ 
terious hulk stands motionless. No additional data available. 


(ABOVE) Naturally the enemies encounterd later on 
become increasingly more difficult to out manoeuvre. 



55"4i 


(ABOVE) Expect the unexpected! 


(ABOVE) Once inside the gravity suit, Samus becomes 
immune to the effects of the environment. Even water 
doesn't slow her progress. 










































MARIDIA m 

Huge lakes and treacherous quicksands prevented Maridia from being devel¬ 
oped in the same way as Crateria. Efforts to drain the lakes met only partial 
success and, after decades of neglect, are beginning to suffer from extensive 
flooding. Large numbers of life forms are detected in this area. 


(ABOVE) The further into the planet Samus ventures the more difficult it becomes to locate essential items. It is the (ABOVE) Behind you ! 1 Oops - too latelThe bosses encountered in Super Metroid 
player s responsibility to keep a keen eye on absolutely everything so that Samus may succeed. are very cunning and punish mistakes mercilessly. 



FIGHT FIRE WITH FIRE, MISSILES, BOMBS.. 

Being a regular subscriber to 'Galactic Guns and Ammo' has enabled Samus 
to secure some of the most advanced weaponry money can buy. For starters, 
Samus is equipped with an automatic beam cannon which can fire super-heat¬ 
ed plasma. Although not very powerful to start with, it is beefed up consider¬ 
ably by collecting the necessary icons. Samus can also be equipped with rock¬ 
ets, super missiles, and smart bombs - though the latter are only operational in 
conjunction with the morphing ball. 




(ABOVE) By shooting the boss s projectiles Samus gains much needed power-ups. 


(ABOVE) Powered by the Space Jump, Samus enjoys the 
freedom of bouncing through the air, unaided by any 
physical assistance. 

(LEFT) By taking a running jump Samus propels herself 
to great heights. 


SPfiCE 
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(ABOVE) Keepers are found in the most awkward of places! It takes great dexterity to reach many of them. 
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A User-friendly option and selection 1 
screens. Everything is extremely thor¬ 
ough but very straightforward. The attract 
sequence and introductory sequence are 
breathtaking. 


A Scenes change constantly. This helps 
build atmosphere throughout the game. 
Imaginatively rendered and convincingly 
animated. 

▼ The colours appear flat in places. 


A Stupendous sound effects burst 
through music that is frankly awesome! 
Just like the visual content, soundtracks 
update to highten the tension and create 
new ambience. 


A The mission requirements keep the 
player constantly occupied as more 
secrets are revealed and new tactics 
learned. Samus is a very responsive and 
adaptable character. 


A A huge play area which takes many \ 
hours to fathom. Performance is rated at 
the end of the game. Achieving perfection 
takes a long time. 


A perfectly designed game with negli¬ 
gible flaws. Stunning in all the right 
places and generally magnificent. A new 
Nintendo classic hits the ground running. 


Super Metroid is awe inspiring because of the 
intense atmosphere it projects. Though the graphics 
are initially bleak this is explained as scenes trans¬ 
form and enemies appear where first there was 
nothing. This and the massive array of techniques 
provided Samus to achieve her success mark Super 
Metroid as the year's most original action/adventure 
game. It is also the most rewarding. Though not so 
immediately challenging as expected, the long-term 
appeal of Super Metroid is nevertheless immeasur¬ 
able. Firstly because players are drawn back into the 
game in search of items missed and secondly 
because it really is genuinely entertaining - albeit in 
a dark and mysterious way! Even after the fourth or 
fifth time around there are still many reasons for 
leading Samus back to explore Zebes. Solving each 
section's problems is every bit as satisfying as blast¬ 
ing away the aliens contained there. Super Metroid is 
classic Nintendo. It is quality. 
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GRAPHICS 


SOUIID 


Not only does Samus Aran make the most difficult 
tasks look effortless but does so with such flair it's 
impossible not to admire her skill. The most exciting 
aspect for the player is that Samus' every move 
becomes their responsibility, and such talents require 
time to perfect. Completion of this new mission 
depends on many aspects: Mastery of each new skill 
Samus acquires, finding the secrets to defeating the 
many alien creatures found on Zebes, the negotia¬ 
tion of the quickest routes through the underground 
caverns and learning how to make full effective use 
of each new weapon. An especially cool feature is 
the way Samus looks towards the attributes of some 
creatures to develop skills of her own. One in partic¬ 
ular is very difficult to fathom but, once learned, 
becomes extremely useful. Super Metroid doesn't 
play like a traditional platformer - often the game 
has more in common with the Zelda series than, say, 
Megaman X. Locating items and figuring how to 
access them shares equal importance with the skills 
used when confronting the enemy. There really is so 
much to consider at any one time, players cannot 
help but become completely drawn into the game. It 
is so involving. The character design is immaculate 
and the attention to detail outstanding. Though the 
colour-schemes appear flat at first, it soon becomes 
apparent that everything is considered to enhance 
the game's atmosphere and give each new location 
a distinctive look. Too environments change in 
response to certain tasks completed and this also 
creates more depth. Static screen-shots don't do the 
visuals justice, likewise it's impossible to convey the 
awesome music and sound effects from a magazine 
page. Whatever your gaming preferences, Super 
Metroid is essential. 
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ON THE EAD! 

Wario's best form of protection when on 
safari is to carry fallen enemies wherever he 
goes. This way he is always covered, espe¬ 
cially when sneaking beneath Droppers. 
Wanderin' Gooms are especially well suited 
to this purpose because they're harmless - 
even to a small Wario. 


(ABOVE) One hit is all it takes for Wario to crash through walls hav¬ 
ing benefited from the contents of a Bull Pot. Often Wario is pur¬ 
sued by fatal obstacles such as Pouncers out for a stroll or molten 
lava out of control, so smashing a safe path in half the usual time is 
essential to make good an escape! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


CZZD 


(ABOVE) Bull Wario causes the ground to quake when sitting down 
hard. This upsets practically any creature nearby, allowing Bull 
Wario to have his fun throwing them around and into each other! 


(ABOVE) Wario hangs by the horns of his hat, waiting to get the 
drop on unsuspecting enemies. It's possible to have Wario hang 
around indefinitely, giving him plenty of time to choose his moment 
of terror! 


(ABOVE) Brick walls take just a couple of shoulder slams from 
Wario before crumbling into dust. 


(ABOVE) Wario upsets islanders from below by shuffling under 
ledges, at which point he an either break his way through to the 
platform above or nip around the nearest corner to claim his prize. 



















































































Jet Wario is wild! Players who have 
learned to contain him hold the key to 
many secret locations. Clues are 
sometimes left for Wario to follow 
such as coins arranged like a direc¬ 
tional arrow or caverns with ceilings so 
high they're obviously hiding some- 


(ABOVE) Bounce Jet Wario off walls by scooting him into them with 
his jet-pack. In doing so he tumbles onto adjacent platforms lying 
slightly out of jumping range. 


(ABOVE) Bounce Jet Wario off walls by scooting him into them with 
his jet-pack. In doing so he tumbles onto adjacent platforms lying 
slightly out of jumping range. 


(ABOVE) Just because Wario possesses the uncanny ability of 
breathing underwater doesn't make him so clever! Running proves 
very tough for Wario when sub-aqua, so slamming into blocks is out 
of the question. Unless, of course, he is Jet Wario. Jet propulsion is 
the only way to break down walls when bombs aren't at hand to 
help out. 


Advantages offered by the contents of a 
Dragon Pot are less adaptable - Dragon 
Wario cannot slam into things - but remain 
hot property none the less. Most adversaries 
hate being torched by Dragon Wario and are 


MONEY MATTERS 

The Hearts Game: 

It's worth knowing that Wario can hold 
onto a bomb before committing it to the 
air. He can also adjust his aim a little by 
shifting left or right. 

The Money Game: 

After much deliberation it seems the 
left-hand bucket is most likely to yield 
the bag of gold first. Also the right-hand 
side bucket is unlikely to drop bags of 
cash twice. It does happen though. Doh, 
it's just so unpredictable! 


(ABOVE) Practice stopping the meter at its highest point. 
(BELOW) It pays to chance the Money Game! 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 































































































































UNDER WARIO'S HAT 

There are more secrets contained in Wario 
Land than in any other Super Mario title on 
the Game Boy. Here is a selection of tactics 
for Wario to bear in mind at any stage of his 
treasure quest. 

Search for treasure! 

Discovering a key or skeleton lock in an area 
indicates the presence of BIG treasure! Don't 
allow Wario to give up searching such loca¬ 
tions for the booty. 


HINT: Wario can use the key for defence by 
throwing it at his enemy and retrieving it 
again afterwards. 



(ABOVE) Ensure Wario is wearing a hat when entering the treasure 
rooms. Slamming the chests is the only way to open them. 


Crush for cash! 

Toss a helpless Goom beneath a Pouncer for 
a cash reward! 



(ABOVE) Rule No One: Toss Goom onto stone slab. 

Rule No Two*. Watch., chuckle (hur-hur) and claim the cash! 



Search and search and search... 

The entire Sherbet Land is only accessible 
from a secret exit on Mt Teapot. Wario really 
doesn't want to miss out on that or any other 
alternate route. So pay attention to the map 
screens for clues. 


Spike the hedgehogs! 

Wario lures the niggling storm clouds into 
working for him by tempting them overhead 
and hiding quickly so they zap the hapless 
creature beneath. 


Feed the birds! 

Chickens are nervous creatures enough with¬ 
out Wario aiming coins at them! Frightened 
birds drop 10 piece coins as flee. 


(ABOVE) Secret exits such as this sand trap are encountered in the 
majority of places visited by Wario. 

(BELOW) Bull Wario prepares to slam a line of terrified bonus 
blocks. He may jostle them from below too - just like Mario. 


(ABOVE) The boss of Sherbet Land has a soft head. Have Wario 
pounce on it until it gives in. 

(BELOW) When the cheeky blighter dons his spikey hat, Wario’s 
coins are used to knock it off. 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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(ABOVE) Collecting a star makes Wario invincible. By running him 
through a succession of enemies he gains many heart bonuses! 


(ABOVE) At first te clams prevent Wario from getting any further 
here. Once the cavern is flooded, however, he may swim to discover 
whatever secrets await him! 

Concealed exits! 

Some areas, like this waterfall, hide door¬ 
ways. Have Wario test everything to win! 


(ABOVE) This rather obvious formation of coins is telling Wario 
something useful. In time he'll hopefully figure it out! 

(BELOW) Course Six is just one of the areas worth visiting time and 
again to claim the massive bonuses found there. 




(ABOVE) Make use of Bull Wario's superior dashing ability when 
challenged by Pouncers! 

(BELOW) Search for switch blocks so Wario can access helpful bonus 
blocks. 


T ON WARIO'S HEELS! 

rie area in Stove Cavern 
finds Wario being pursued 
by molten lava. Only by 
adopting the overhead 
route can Wario hope to 
escape and claim all the 
prizes as he goes along. A 
treasure key is stashed away 



(ABOVE) Invisible bonus-blocks appear when Wario accidentally 
knocks into them. The one pictured above is the first in a long line! 


SZZ2ER 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 

































































































WIN] WIN! WIN! 

WITH THE Ago* acclaim challehge 




£1500 OF 
ARGOS G 

BAGS OF NBA 
MERCHANDimiG!^ 


NBA JAM 


IN THIS MONTHS ARGOS ACCLAIM TIE UP YOU COULD 
WALK AWAY WITH NOT ONLY THE SOUND OR COMPUT 
ER SYSTEM TO TURN YOUR MATES GREEN BUT ALSO 
COPIES OF THE BIGGEST GAME THIS YEAR AS WELL AS 
A BUNDLE OF THE SERIOUSLY CRUCIAL MERCHANDISE 

TO GO WITH IT! 


Where can you walk into a store and flick through a jam 
packed catalogue full of the best and latest software and 
hardware? 

Where can you choose at will £1500 of the hottest home 
entertainment systems around, from Sega to PC from 
Nicam Digital Videos to seriously mind blowing stereos? 
The Argos Superstore catalogue that’s where. In this 
month’s Argos Acclaim competition there’s another £1500 
of the best gear around, whether its Sega, Nintendo or an 
armful of the greatest games from the huge range cur¬ 
rently on offer at the Argos Superstores, they’ve simply 
got to be given away! 

And what have you got to do to grab this veritable 
Aladdin’s cave of goodies? Simply race down to your local 
Argos Superstore, tear through one of their catalogues 
packed full of possible prizes and pick out the catalogue 
number for a Nintendo Gameboy (with 
Tetris). Put it on the entry coupon 
and post it to us here at Emap! 

It couldn’t be simpler! 

So what are you waitii 
for Get Thumbing! 



ALTITUDE WITH AH ATTITUDE!!! 


THE NON-STOP FULL- 
COURT ACTION OF NBA BAS¬ 
KETBALL FEATURING REAL¬ 
ISTIC ARCADE QUALITY 16 
MEG DIGITISED GRAPHICS 
AND SOUND FOR THE SUPER 
NES/MEGADRIVE/GAME 
GEAR. 

ALL 27 OF THE NBA TEAMS 
FROM EACH TEAM INCLUDING 
AND PIPPEN IN THE ULTIMATE 



WITH THE TOP TWO STARS 
- EWING, DREXLER, MALONE 
TWO ON TWO CONTEST. 


SHOOT, PASS, BLOCK AND 
STEAL JUST LIKE THE REAL 
NBA STARS. PLUS THE AWE¬ 
SOME TURBO FEATURE 
HEIGHTENS THE ACTION 
WITH DAZZLING DUNKS, 
OUTRAGEOUS DEATH-DEFY¬ 
ING SLAMS AND ALL THOSE 
FAMOUS SIGNATURE MOVES. 



ALSO WITH THE UNIQUE FOUR PLAY¬ 
ER OPTION ON THE SUPER NES AND 
MEGADRIVE. 



ENTRY FORM 

QUESTION 1: WHAT IS THE CATALOGUE NUMBER FOR A NINTENDO GAMEBOY (WITH 
TETRIS)?. 

ANSWER 1 . 

QUESTION 2 : WHAT DOES NBA STAND FOR? 

ANSWER 2 . 

NAME. 

ADDRESS. 



HOW TO ENTER 


Put the answer to the two questions on the voucher on 
the left. 

Post it to us at: 

NBA Comp., 

Emap Images, Priory Court, 30-32 Farringdon 
Lane,London. EC1R 3AU. 

© Entries must be in by 15th June. 

© Winners will be notified by post. 

© No correspondence will be entered into. 

© Employees,friends,family, dogs, window cleaners and 
other relations of Emap, Argos or Acclaim are not 
allowed to enter 


TELEPHONE NO. 


.AGE 
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n#ll BY 3 STEREO! 


KER-OINKERAMA! Those fine funsters at Imagineer have 
been so-oo impressed by the sheer quality of the entries for 
the Wodgenstein comp that they've dispatched the large 
one himself, Wodge, with further goodies of a none-too- 
inexpensive variety with which to organise another one of 
our inimitable competition giveaway bonanza-type things. 
"Nah mate, your 'avin a poke" I hear you cry in George 
Mangion-like disbelief. But it's true we tell you, Imagineer 
are offering an amazing Toshiba 2939DB Television com¬ 
bining Dolby Pro-Logic Surround, a five-mode Digital 
Surround Processor and Dolby 3 Stereo all worth a cool 
999.99 of your Earth pounds. Surely the last word in home 
cinematic entertainment and, with a screen the size of a 
football pitch, the smartest thing for those serious sessions 
of Kick Off 3! Intrigued by the thought of a cinematic expe¬ 
rience in your front room? Fascinated by all the coloured 
knobs and twiddly bits? Need a new telly? Then read on 
and find out how YOU can WIN! WIN! WIN! 
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Paul has challenged George to a match of Kick Off 3 and, once both players realise that 
their fave teams - Accrington Stanley and Leyton Orient respectively - are not selectable, 
settle down for a good, albeit slightly inept, kickaround. But wait, due to a wholly contrived 
technical error the ball is nowhere to be seen! Can You help locate it before they both go 
into uncontrollable sulks? 

Carefully study the screenshot that has been thoughtfully gridded for your convenience and 
decide the exact square where you think the sneaky spheroid may be skulking then copy the 
following onto a postcard/back of envelope: 


This ball-spotting lark is dead easy. Any fool can see that the ball is hidden in square 


Gary "Wodge" William's generosity is only matched by his sizeable girth. If he came to tea 

round my house I'd make him.because.(answer in no more than 

20 words) 


Now send the whole sorry lot off to MY BALL HAS BEEN WELL AND TRULY SPOTTED, 
IMAGINEER COMP, NMS PRIORY COURT, 30-32 FARRINGDON LANE, LONDON ECIR 

3AU 


All the usual NMS competition rules apply, which basically means that anyone can apply as many 
times as they like as long as they aren't employees of EMAP Images or their relatives. The editor's 
decision is as final as final can be and he don't take no lip neither. No correspondence can or will be 
entered into and you can forget any idea of a cash alternative. The closing date for this comp is June 
30 after which time all other entries will be ceremonially binned. Nuff said! 
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NEXT MONTH! 


(NMS) 72 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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PH [SlurATI OH 

Plenty of icons, and more options than a 
slimmer's larder. 

BBAPBICS 

Large but sluggish sprites which tend to 
break up when the screen gets busy. 

SOOHB 

Again these are of the highest standard. 
Awful. It sounds like the inside of a shell. 

piAYABiurr 

It's certainly immediately playable - 
more so than any other handheld game. 

IASTABIIITY 

The flaws soon become apparent, and the 
repetitive gameplay gets a little dull. 

BYlBAll 

The best of a bad bunch. Tries hard, 
but was never really suited to an 
LCD screen. 


ill' technique where 
ball instantly adheres to 
the nearest player's foot, and 
needs a forcible tackle to 
remove it. This results in 
rather repetitive game where 
long passes aren't really nec¬ 
essary, and it's just as easy to 
leg it upfield with it and have 
a crack. Don't get me wrong, 
WCS is quifesimply the best 
Game Boy kickaround to 
date, but when you consider 
its competition is limited to 
Goal and Kick off, that's not 
saying a great deal. Perhaps 
next time, eh? 


mm m 


W ith the enhanced World Cup Striker, set 
to attack the wallets of Super NES own¬ 
ers, Elite have taken a risk and tried to 
convert the 3D engine over to the Game Boy. 
The result, however, is an uneven soccer game 
which shows occasional signs of brilliance, but 
was never really suited for the little handheld. 


—— 

_ 


_ 


Sporting all the icons and 
options of the new 16 bit 
game, including weather con¬ 
ditions, tactical formations, and 
practice modes. Game Boy 
World Cup Striker starts off 
well enough. However, the 
meat of the game - the actual 
soccer section - is rather 
flawed. Because of the way a 
Game Boy's screen is made up, 
games which play at a fast rate 
often become blurred messes. 

As such, WCS has its hands tied 
from the start. The players 
move well enough, and are 
surprisingly well animated by Game Boy 
standards, but they also tend to merge into 
each other and bits go missing when too 
much is happening on screen. 

In terms of playability, it's similar to the 
original Super NES game. WCS uses the 


-i *-T 


CNMS) 74 


































































































































YOU WANT? 



THIS MUCH? 



Just one small view of the world.. 


OR THIS MUCH? 



...or a magazine that reviews and rates everything? 


GAMING AS YOU'VE NEVEH SEEN IT BEFORE 

Now there is a very different magazine for the dedicated 
games player. 

A magazine that commits to reviewing every new game and rating it. 

A magazine that examines all the new hardware and tells you whether 
to buy or wait. 

A magazine that is 100% independent and cares only about you 
getting the best out of today’s games. 

The only magazine that has understood what gainers want for the last 
12 years. 

It’s Computer and Video Games. 

.but like you’ve never seen it before! 














DO s O 



• PLAYERS: 1 

m HEAD TO HEAD: HO 

• BATTERY BACKUP: Yes 

• CONTINUES: 8 MAX 

• OPTIONS: Difficulty, save game 


• GAME ORIGIN: Based on the very 
obscure and ancient Japanese leg- 
end of the Master Swordsman 
Kiirakkarannanna. Possibly. 

% GAME DIFFICULTY: Easy\Medlum 

• 1ST DAY SCORE: Zzzzzz... 

% ALTERNATIVES: Chaos Engine, 
Sou! Blazer 


• CONTROL Joy pad 

• RESPONSIVENESS: Good 


PARTNERS 

MAGIC 


NOTHING 


USE 

SWORD 


NOTHING 


START: ENTER OPTIONS 
SELECT: NOTHING 


F rom the beginning of time 

great warriors have secured V 
justice and freedom through- 
out the land. They've saved 
princesses by the bucket load, /T 
left enough dragon meat in fr 
their wake to open up a chain f 
of kebab houses, and have a 1 
knack of befriending beard- ^ 

ed weirdos with mystical preten- 
sions. But one cloud hangs r / 4k 

heavy over the warriors noble 7 
and inspiring tradition. Dress 
sense. Or, more specifically, ^ y 

What is it with this pants Jkk 

thing?! How these guys think anyone 
can take them seriously when 
they're proudly sporting under- 
wear your grandad would laugh 
at, is beyond me. Our hero in 
Alcahest, afflicted since birth Sf, y 
with this taste leprosy, has 
set out on a mission to : ;T^ 

save the warrior tradition ' 
from impending fashion 
disaster. Despite getting laughed at every¬ 
where he goes, he remains unperturbed, and 
it isn't long before he finds people who share 
his pain, and vow to join him on his quest for 
dress sense 

In Alcahest, our hero gets the opportunity 
to team up with a variety of tough nuts as he 
goes from platform to platform, sword swiping 
foes, cracking open treasure chests and pick¬ 
ing up handy items. His partner, devoted to 
the quest, follows him everywhere, contribut¬ 
ing whatever skills they might have to the 
cause. There are eight stages to tackle in all, 
and the nature of the game means that each 
stage must be searched thoroughly. Providing 
all goes well, warriors across the globe - freed 
at last from their fashion curse 
- can hang up their pants, get 
fitted out and take proudly to 
the Paris catwalks. 


m rms 


It's obvious that a great 
* deal of effort has gone into 
Alcahest. Excellent presen- 
K % tation and superb graphics 
k feature prominently making 
it an extremely atmospheric 
game to play. Alcahest has 
plenty of sword-swinging 
action with a wide assort¬ 
ment of weapons and magic 
at your disposal. Later lev¬ 
els require Zelda style 
exploration as you try to locate switches 
and items to progress. Alcahest is 
immensely enjoyable but unfortunately it 
all comes to an abrupt end because the 
game is just too easy. I breezed through all 
8 levels in a couple of hours. Unless you're 
a novice player or have got more money 
than sense I'd leave Alcahest well alone. 
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I WANNA BE A SWORD 

Like all warriors, the hero of 
Alcahest is a remarkable 
swordsman. Not only can he 
slash away in the regular fash¬ 
ion, but certain pick-ups 
enable him to fire bolts from 
it. The sword also comes with 
a power-up facility which, 
when fully activated, will give 
him a spinning sword attack 
and make him temporarily 
invincible. 


▲ A password system and difficulty settings. 

▼ An intro stoiy might have been a nice touch. 


A Good graphics with plenty of variety on 
each stage. Animation's smart too. 


A Some good sound effects. 

T Tunes don't really capture the atmosphere. 


A Easy to get into and lots to do and 
▼ Can get a bit samey at times. 


A The difficulty settings mean it can be 
tough but~ 

T .Jt also gets quite repetitive and boring. 


A gome that is refreshing for some of 
its ideas but lasks real thrills. 


\ If you strip away all of the 
extras, Alcahest is basically 
V I a by the book slash em' up. 

I J The idea of teaming up 

with a Guardian works well 
in providing an extra 
dimension to the game- 
play, and the handy items 
% that you can collect along 
the way gives Alcahest a 
refreshing touch of RPG- 
style action, encouraging you to explore 
stages completely. The graphics, while not 
the best the Super NES has to offer, are 
diverse and full of atmosphere, and the 
animation is smooth and fault free. 
Alcahest also succeeds in providing a 
decent level of challenge, so long as you 
play it on a tougher difficulty setting. What 
lets Alcahest down though is that, despite 
containing some diverse action it still gets 
very repetative and boring. You do find 
yourself going through the same motions 
again and again, and, unfortunately, this 
is something which condemns it to 
mediocrity. 


STRATTBY 

ACTION 

CHAUTNCT 

RFFITXTS 

ORICINAIITY 


UDDY LOVE 


Tough they might be, but even 
warriors need chums and this 
guy is no exception. On every 
stage there is a character who 
dedicates themselves to hanging 
out with our hero and acting as a 
guardian. Each of them has a 
special power that proves 
essential at some points along 
the way. Here they are: 


imuRM mmsi 


THE AAACIC MAN 

Obviously a fellow fashion victim 
given away by his purple cloak 
and hat. Every time you use the 
sword he joins in by firing light¬ 
ning balls that seek out and 
destroy any enemies on the 
screen. His special ability 
involves casting a 
spell that wipes out ^ ‘ 

every enemy on the >>, h '^rv- 

screen. The amount 
of spells he has is lim- * jSf? 
ited though so use them ' 1 

wisely. C H 


PRtSlHWION 


GRAPHICS 


SOUND 


\ THE MAID 

\ This woman was bound to bump into our hero 

sooner or later, something which is made 
obvious by her disastrously dyed pink hair. 
Being the caring-sharing type her special power-up 
is the ability to restore all of your energy. What a 
sweet girl! 

THE KNIGHT 

This guy makes the most of his mediaeval talent 
with weapons, demonstrated by his accomplished 
use of the mace. When enemies get within range 
he can flick out his mace and vanquish them in an 
instant. Strangely enough his special move involves 
machine gunning enemies on all sides.Where he 
got the machine gun from well never know. 

THE CYBORG 

^ Being part machine, this metal bodied 
x ^ warrior is capable of throwing fireballs 
ma ^ evo ^ ent f° es - The cyborg's special 
^J^power up sees him release heat seeking 
missiles that hunt down even the most 
< hard to get at enemies. 

Wf&ri A 

' blondie 

v No warrior game would be complete 
without the tough bimbo and Alcahest 
is no exception. This crazy babe does a 
spinning kick that releases lightning bolts 
to destroy enemies. The big surprise 
‘v though is her special attack in which she 
; transforms into a dragon for a limited time 
period and releases huge fireballs. 
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US G<*LD 


WorldCup 94"'l^ 



CART SPtC 


• BY: US GOLD 
m PRICE: £44.95 

• RELEASE: JUNE 

• GAME TYPE: SOCCER SIM 

• CART SIZE: 12 MEG 





• PLAYERS: \ 

• HEAD TO HEAD: f es 

• BATTERY BACKUP: Yes 

• CONTINUES: Passwords 

• OPTIONS: Everything! 


CAM IMFO 


• GAME ORIGIN: Every four years, 
the world’s greatest football teams 
get together to compete for the 
world cup. 

• GAME DIFFICULTY: Average 
% 1ST DAY SCORE: 2nd Round 

• ALTERNATIVES: ifa International 
Soccer, WCStriker, Kick Off 3 


C0IITR01S 


• CONTROL: Joypad 

• RESPONSIVENESS: Excellent 


o 


SCANS THE 
PITCH 

CHIP 

L : NO FUNCTION 
R: NO FUNCTION 


START: STARTSWAUSES 
SELECT: NO FUNCTION 


SHOOT 

PASS 



G ordon Banks, Nobby Stiles, Jack 

Charlton, Bobby Charlton, Geoff Hurst, 
Bobby Moore, Alan Ball, Martin Peters. 
Together with a few others I can't remember, 
and under the managerial genius of Sir Alf 
Ramsey, these guys were the last England side 
to lift the World Cup - all the way back in 
1966. But since we beat the Germans 4-2 at 
good old Wem-ber-leeeeey, things have gone 
downhill fast. 

With the Charlton boys now eating 
Shredded Wheat by the dozen and combing 
four strands across a balding pate respective¬ 
ly, the chance of World Cup glory fell to a team 
worth in excess of £50 million. It sounded like 
it was pretty much in the bag, really. Oops. 

The Dutch cheated and beat us. We drew 
against Poland because we under-estimated 
them. But at least we beat San Marino, a 
plucky gang of fruit farmers. As such, against 
all the odds, England aren't in the 1994 World 
Cup. Unless, of course, you buy US Gold's offi¬ 
cially-licensed game and replaced 
Brazil with them, that is. Keep an eye 
on your software shops, people, I 
should imagine Graham Taylor's off 
to buy one right now... 


WOULD YOU LIKE 
FRIES WITH THAT? 


Before a bail is even kicked in 
World Cup, reams of options 
await the player. Programmers, 
Tiertex, have included icons 
which allow the player to tailor 
every aspect of the game, from 
how well the ball sticks to a 
player's foot, to the weather 
conditions (even though all 
American pitches are astro-turf 
and under a roof!), and a full 
kit designer! In addition, a full 
monty of practice options allow 
the would-be Gazza to get to 
grips with the game's controls, 
and offer as much time as nec¬ 
essary to tinker with the pass¬ 
ing systems or slam in a few 
penalties. 


























NORRIS ON THE SPOT 


One of several refs presides over each match, 
and is on-hand to make sure players don't get 
too bullish - handy when you consider one of 
the joypad buttons is used to push opponents 
over! All the usual rules apply - yellow cards for 
small fouls, red ones for practically killing 
someone - with free kicks and penalties award¬ 
ed depending on the location of the foul. It's 
the penalties which are the most impressive, 
though, as the game abandons the overhead 
perspective in favour of a first-person view. A 
cursor moves left and right above the goal, and 
a press of the fire button kicks the ball - with 
the roles reversed if you concede the penalty. 


USA94 


REVIEW 


urtn jiffi« 
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As the old saying goes 'a bad worker blames his 
tools', but World Cup has a spare set of spanners 
to throw in the works if things aren't looking too 
hot. If your best attacks aren't working because 
long passes are being intercepted, a tactics panel 
can be called up. From here, and using a series 
of movable icons, players can be repositioned, 
and a different strategy selected. 


(BELOW) Parkin troubled by the five invisible 
defenders sneaks in a slippy one past the keeper. 


12 E.Parkin 


I cannot believe this the 
same game as the awful 
, BL Megadrive version. As far 

as I'm concerned World 
T Cup '94 on the Super NES is 

I one of the best football 
games I have ever played - 
and f ^ at » nc l u d es Sensi and 
Kick Off 2 on the Amiga. 

I Everything about the game 
j s superb, from the massive 
array of options to the tactics screens. By 
far the best aspect, though, if the footy 
action itself - it's nothing short of smart. 
Passing, attacking and goal-keeping are 
so easy to do, it soon becomes second 
nature and this makes for a realistic and 
instinctive game. Graphically, it's nothing 
more than adequate, but it's a fast-paced 
game and this more than makes up for 
any aesthetic blandness. If I have one 
complaint it's that the in-match tactics 
interrupt the flow of a game a little and, as 
such, I feel will be mostly ignored. 

However, this is just one small gripe about 
a game which is probably the best licensed 
product I have seen. Simply brilliant - 
don't miss it. 


12 E.Parkin 
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COMMENT 

World Cup '94 is absolutely 
fantastic. Where all the 
other quality football titles 
have attempted to distin¬ 
guish themselves by carv¬ 
ing a particular niche, 
WC94 takes them all on by 
including absolutely every 
aspect of the game that 
any kind of player could 
wish for. There are tactic 




and set-up screens like you've never seen 
and they actually make a difference, and 
the game itself has all the speed and 
\ excitement with just the right amount of 
, ball control to make for a fair, smooth- 
• playing and, above all, realistic game. My 
only gripes are that there is a bit too much 
\ twiddling around before you can start the 
; game and only two-players can partake of 
the fun. Otherwise I'd recommend this to 
i any gamer, soccer fan or not, without hesi- 
I tation. 




MATCH OF THE DAY 


Each match is seen from directly above with the players viewed a la Super Kick Off. 
The sprites are slightly larger than that of the Imagineer game, but move faster and 
are slightly better animated. A full selection of Gazza-like skills are available, and 
the joypad buttons allow the player to pass to the nearest player, punt the ball, or 
chip it whenever in possession. However, they also perform a secondary purpose 
when tackling - for instance, if the ref's looking the other way, why not shove the 
bloke on the ball off it! Goal kicks are a different can of leeches, though, with the 
player first selecting a player to punt the ball to or it will be passed directly to the 
nearest player. Most risky... 



▼ The sprites are a little small. Well, I had to 
have one gripe, didn't L 


▲ Surprisingly original crowd effects, with 
boos hisses and cheers galore. 


A Incredibly easy to get into, and madden¬ 
ingly addictive. Supoib. 

▼ Since when did Brazil's star players defect to 
South Korea? 


▲ Mil take ages to reach the final, as the 
opposition teams are both unpredictable and 
quirky - just like the real things. 


A complete surprise, this. World Cup '94 has 
come from nowhere and dazzled us with its bril¬ 
liance. It's utterly playable, and a footy fans dream. There 
may be plenty of competition out there in footy genre, but 
this is up there with the best from any machine. 
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W arning! Our way of life as we know it is 
under threat. Old ladies are walking 
down streets and not being harassed 
by unruly schoolchildren. People are leaving 
their front doors unlocked without being 
robbed - just like in the good old days. Worse 
still, people are actually smiling and - gasp - 
talking to each other on tube trains! And all 

because a fleet of friendly stuffed toy- 

- ^3 like alien animals have decided to 

invade earth and spread their mes- 
sage of peace, love, happiness and 
generally being a bit cuddly. Good 

» job, then, that Magic Boy is on hand 
■fi with his arsenal of serious weaponry 
and sack of doom with which to stun 

“ ? ~ and bag up the inoffensive little 

« 


critters and send 'em back y 

where they came before they 
turn the whole planet into a 
bunch of wussies! C! 

Magic Boy's task is not as KM 
simple a task as it at first ^M 
appears. You see the preco- ^M 

cious pets bite back and, if JjiH 
not stunned before capture, 
can prove rather lethal to f| 

our lad, so it's advisable to 
locate some of the special ± H 
weapons hidden behind 
secret blocks. To make matters 
worse the various levels are infest¬ 
ed with deadly spiked pits, slip¬ 
pery surfaces and other such haz¬ 
ards, plus the blimmin' things 
escape if you don't capture them 
all within a certain time, so speed 
is most definitely of the essence. 

Magic Boy is a nice game to 
look at with a sickeningly cute and 
fluffy style to the whole proceed¬ 
ings. Unfortunately this hasn't 
translated to the gameplay which 
is filled with frustrations. The 


sipallest slip or contact with the 
seemingly harmless animals is 
instant death and it often 
seems that he just can't jump 
high enough. The game does 
get quite tough quite early but 
the basic game doesn't change 
much and routes around the 
levels are very linear. 
Unsurprisingly it's yet another 
Amiga conversion - not good, 
not bad just vaguely dulL ^ m 

cn 3 82 





PRISIR1AH0R 


▼ A title screen and some options. Ho hum. 


BRAPRICS 


A Nicely detailed and a bit cuddly. Aah! 
▼ Not much animation on the main sprite 


SOORD 


A Mexican tunes reminiscent of the great 
Herb Alpert (ask your uncle Bert) 


PlAfARIllTY 


▼ One hit and he's history. Filled with small 
frustrations that soon loom very largely. 


lASTARiurr 


A It's big enough and fairly challenging. 
▼ You'll have eaten your cart by then. 


RPIRAll 


A cute and colourful but rather uninspir¬ 
ing platformer full of niggling annoy¬ 
ances. No more Amiga conversions - 
Please! 








You are 

entering a 



Mind yer heads 
W&rio’s back. Yes. 
that short fat evil 
guy from Super 
Mario Land 2 is back 
with a scheme of 
great scheminess. 

To steal all the 
treasure from the 
Kitchen Tool pirates 
to pay for a castle so 
appenin’ Mario will 
be gutted. 

There are 40 levels 
to get through, so 
even with a battery 
backed memory and 
a pile of hats that 
give him awesome 
powers, you’ll still 
find it pretty hard to 
knock it on the 'ead. 



Ninfamous 

Ninsane 


C Nintendo) 

The latest release on 
Game Boy for just 

£ 24.99 


Sale ends 22nd June 1884. UK prices only. D^^j'J j'JJljjJ J jij'JD -j JJj'JUii / i> 


at Tower! 
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DUBUN 
01 671 8250 


KINGSTON 

081 546 2500 

J| 

KENSINGTON 

071 938 3511 

BAYSWATER 
071 2294550 

PICCADIllY 

071 439 2500 

II 

GLASGOW 

041 204 2500 



TRY OUR LISTENING BAR) 

C 7vcyc/=f^ 

(MAIL ORDHI-071 287 1510) 




■ 































GO s O 







• CONTROL: loypad 
0 RESPONSIVENESS: Varies 
depending on character chosen 


H is deterM 
quick. I 
later staj 
ness. He was 
about his gardf 
'exceedingly g< 
over. It was 


ation was 
r him in the 
i of his mad- 

mumbling 
>d' over and 
end of Mr 


Kipling as we knew him. Even 


chat 


Astro 


believed that 
It told the sto 
their magical 


it difficult. He 
undays only to 
naked in the 
g about with 
taped to his 
even mention 
id with his 


the vicai 
would visit on 
find Mr Ki[ 
garden, danci 
'Country Sli 
body. I dai 
the things he 
Bakewell Tart. 

It was during this tli 
Mr Kipling began writf 
autobiography. It 
impossible task though, 
haunted as he was by the 
strangest hallucinations, the 
latest symptom of his dwin¬ 
dling mental health. When he 
had completed his book he 


was called 
r , since he now 
be his name, 
of five aliens, 
pace vehicles. 


mystical and luminous race 
tracks heaving with colour 
and activity, and the aura of 
love that surrounded it all. I 
listened until he'd finished 
then slipped away unnoticed 
to call the ambulance. They 
wheeled him off, I pinched his 
manuscript and sold the idea 
to a console games company 
for a million pounds!.. JUihh! 

Exceedingly good! 


In Astro Go! Go! players get to choose from 
five vehicles. The performance varies accord¬ 
ing to acceleration, handling, weight, braking 
and top speed. Deciding on a car depends on 
your experience with the courses. 
Obviously speed is the key, but 
those less familiar with the terrain 
should look to the vehicles' han¬ 
dling and acceleration. 


A good all round motor that doesn't 
have any weaknesses and has a 
healthy top speed. If you want reliabili¬ 
ty as opposed to risks it's 
the perfect vehicle to drive 
I and it's a cute dolphin as 
well! 


Hippies ahoy! Plenty of good vibes come 
from this vehicle with safety the main 
concern having excellent handling and 
breaking. These attributes come at the 
expense of speed though. 


L: LEAN LEFT 
R: LEAN RIGHT 


• GAME ORIGIN: Astro Go! Go! is, 
like, psychedelic F-Zero Man 

• GAME DIFFICULTY: Medium 

• 1ST DAY SCORE: Won the Hist 
two cups in first place . 

m ALTERNATIVES: Mario Kart, 
FZero 


START: STARTSWAUSES 
SELECT: NO FUNCTION 


BRAKE 


BRAKE 


O 

» 


POWER UP 


ACCELERATE 


BY: 


MELDAC 


m PRICE: 

• RELEASE: TBA 

• GAME TYPE: RACING 

• CART SIZE: 8 MEG 


PLAYERS: 1 
% HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Collectible 

• OPTIONS: 
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STRATI GY 

ACTION 

CHAlllNGl 

REFLEXES 

ORIGINALITY 


attention. 


Paill incredible 
to see and 

hear it is impossible to 
ignore. Yet the real 
unforgettable experience 
is commanding any one 
of the psyche-chariots! 
Astro is about as straight 
laced as Spaghetti 
Junction, with 'expect the 
unexpected' being the 
general highway code. 

It's enormous fun and 
interaction between the 
drivers as they jostle for 
position is a cool feature. 
Most outstanding of all is 
how the cars are affected 
by the wild obstacles lit¬ 
tering the various circuits. 
While it's plainly obvious 
that Astro looks like no 
\ other racing game it 
plays like none other 
too. Regretfully Astro's 
colours are dimmed by 
its lack of a two-player 
option. Psyche-shame or 


MMENT 


GRAPHICS 


SOUND 


A look at the screen shots 
will tell you just how good 
the graphics are on this 
game. There is so much 
colour that at times it is all 
a bit too much for your 
eyes to handle. Things are 
made even more hectic by 
the speed of the game, and 
PfIP some of the unique touches 
really heighten the sense 
of chaos. But while novices will find all of 
the excitement and challenge they could 
hope for in this game, familiarity starts to 
breed contempt. Almost any mistake you 
make can lead to disaster, throwing you 
from clear first into fifth, something which 
gets very frustrating. What has to be Astro 
Go! Go!'s undoing though is failing to have 
a two-player mode. Beneath all the glitz 
this is a racing game, and not being able 
to challenge a friend seriously limits its 
scope. 


PlAYABIllTf 


A Good pro and in-game presentation. 
▼ No two-player? Aaagghhl 


The quality of han¬ 
dling and quick 
acceleration make 
this a good vehicle 
for novices likely to 
be stopping and 
starting. Its top speed 
though isn't that 
impressive. 


In some ways this is 
the weakest vehicle 
to drive because it 
doesn't really excel 
in any department 
and has poor han¬ 
dling and breaking. 
Its best attribute is 
its top speed which 
makes it as fast as 
Jet and Blue One. 


R A TIBBS 


A Fast, smooth and fault free! 


▼ Some very frustrating game logic at times. 


A good and quite inventive racina game 
that bites its own legs off by neglecting to 
indude a two-player mode. 


mnm 


A The challenge of the courses will keep 
you interested but~ 


▼ ~the lack of two-player action means boredom 
sets in early. 




A real bulky 
machine, advisable 
only for those who 
really know their way 
around. Because it is 
exceptionally heavy 
the acceleration is 
very slow. Likewise 
the handling and breaking are 
poor. But providing you can find 
the straights and make no mis¬ 
take the maximum top speed will 
keep you in the race. 


iongurh mmsi 
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• BY: BANPRESTO 

• PRICE: IB A 

• RELEASE- BA 

• GAME TYPE- PUZZLE 

• CART SIZE 8 MEG 


• PLAYERS: ? 

• HEAD TO HEAD: 1HAYE 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: Choose difficulty level 


• GAME ORIGIN: Based on the 
smash coin-op by Compile, Puyo 
puyo was converted for Sega for¬ 
mats where it reached No. 1 in the 
Japanese game charts for three 
months. Now it's our turn. 

• GAME DIFFICULTY: Various 

• 1ST DAY SCORE- Level? 


ROTATE 


ROTATE 


ROTATE 


ROTATE 


START: STARTSAWUSES 

SELECT: NOnUNQ 


O nce upon a time in a cool and leafy 

glade, somewhere in the mystic land of 
Kalrakkarakkananna their lived a ^ 
peaceful wood elf called Arle. Arle 
wasn't a particularly busy chap, he 
idled his days away, as most wood f 
elves do, jigging merry dances and l 
playing happy games with the local 
fairies. All was indeed well in the 
lovely land of Kalrakkarakkananna. / 

That was until a bunch of hard pixies / 
came down form the local estate, 
roughed him up a little and stole his 
magic vole, Stuart. 

Poor Ariel Despondent without the \) 4 

company of his magic pal he took to l | 
hanging around with the bad boys \ 

down the local arcade where he got \ 
hopelessly addicted to the hottest new \ 
one or two-player, blob-connecting puz- U 
zle game - Super Puyo Puyo. Arle now 
resides in the Kalrakkarakkananna 
remand centre for unbalanced wood-folk. 

Poor Arle. 


5 SwB Ik 


The basic idea behind Super Puyo Puyo is to 
connect up lines or groups of four or more 
blobs of the same colour whereupon they dis¬ 
appear. Don't imagine it's as simple as that 
though for, whilst joining the odd few blobs up 
passes the time away, it does precious little to 
further your game or, worse still, it has little 
effect on your opponent who, all the time you 
are joining blobs up, is devising fiendish ways 
to make chain reactions that cause piles of 
colourless blobs to rain down on your pre¬ 
cious puzzle. The moral of this story is do 
unto others as you would have them do j 
unto you, in other words hit 'em first and 
hit 'em hard - try and make sure you 
cause a couple of chain reactions early on in 
the game and watch the other chap struggle 
for the rest of the 
round. Hoo hah! A 
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Let's get 

* something 

straight 

jbldfe — still the 
king of 

GARY the hill as 

far as 

puzzle games go. Right, 
with that off my chest I 
can now get on and say 
that Super Puyo Puyo is 
quite a corking little puz¬ 
zler. Apart from the fact 
that it's incredibly simple 
to play, it's also devilishly 
addictive. This isn't down 
to any particular element, 
but a combination of 
graphics, sound and 
playability that all con¬ 
spire to produce a really 
fun game. My only gripe 
is that more often than 
not you can win without 
any real clue as to what 
you're actually doing, but 
that's probably me play¬ 
ing crap. Super Puyo Puyo 
is without a doubt, the 
first real alternative to 
Tetris, and therefore an 
essential cart for the 
shelves of puzzle freaks 
everywhere. 


MX1* 


Here we see a two-player game in full flow. As you can see player 
one is about to stuff player two. This dull caption has been brought to you 
by NMS Bored Writers Guild. I thank You. 


• x" v , b ' ... 
!**&$$*. * 


** X The best thing about 

Puyo Puyo is its simplici¬ 
ty - anyone can pick it 
up and group a few 
blobs together immedi- 
. m ately and, for a while, 

this is quite satisfying. 
However a few plays soon reveals a deep¬ 
er game requiring genuine skill and real 
thought. You'll send your self insane as 
you desperately try to outmanoeuvre some 
of the trickier opponents, and it won't be 
too long before you find yourself thinking 
about ways to create killer chain reactions 
in the idle moments when you're not play¬ 
ing the game - it gets that addictive. There 
is a slight downer in that, as a single play¬ 
er, once you have beaten all the computer 
opponents it starts to lose its appeal and 
there's no real urge to play on just to see 
how many points you can get, as you 
would with Tetris. It seems to lack Tetris' 
oddly therapeutic quality too. But, all told, 
if you have a mate to play against Puyo 
Puyo is a great game and is right up there 
next to Super Tetris in my book. 

Investigate with extreme prejudice! 


you Hm 

SCHOOLING 


In a one-player game you 
are put up against a 
series of increasingly 
tough computer oppo¬ 
nents, each of whom has a 
slightly different tactic 
with which to whoop your 
narrow ass. However, it's 
all strictly business - noth¬ 
ing personal and, should 
you decide that all this 
horrid competition is not 
your bag these self-same 
opponents will quite hap¬ 
pily guide you through 
several tutorial levels. 
They're all quite kind 
that way. 



A This ranb along T«tris as one of ttw 
•os! addktto pmzUn of all Kim. You even 
ms tliM Mtslsd Mobs sifcsMs yost doss tost syss. 


A great little game that should b« 

thoroughly Investigated by all fans 

of the puzzle genre. And those who are not too. 
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Y ou might need a neck brace for this one.lt 
is 2193. It is 1993. Mordacai Sahmbi is 
alive and, well, not even close to being 
born yet. However the effects of this Nobel 
Prize winning scientist's schemes are damag¬ 
ing and viewed as diabolical in any age! By 
means of his Trans Time Research and 
Experimentation (TRAX) Sahmbi has devel¬ 
oped TXP - a chemical which allows the human 
body to travel through time. This is some 
achievement in itself, but Sahmbi wants more: 
He wants to rule the world! 

To maintain his ambition, the villain makes 
several dangerous criminals very happy by 
sending them back in time to a point where - 
on paper at least - they don't exist. In 
exchange for their virtual freedom they are 
requested to change history in Sahmbi's 
favour, no matter what the cost - even human 
life. 

Enter Captain Darien Lambert, honest-to- 
goodness cop of the 22nd century and the man 
whose job it is to thwart Sahmbi's stinking 
schemery. For the first time in his life Lambert 
is faced by a task so great even he cannot 
manage it alone, which is why one player is 
asked to aid Lambert in returning the fugi¬ 
tives to their wrongful place in history. The 
many criminal organisations for which these 
terrorist time travellers are responsible make 
for a tough job, but somebody's got to do it; 
has done it; is doing it... ( ?! ) 


• BY: THQ 

• PRICE: £44.99 

• RELEASE: JUNE 

• GAME TYPE: PLATFORM 
m CART SIZE: 8 MEG 


• PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: None 

• OPTIONS: Niet 


• GAME ORIGIN: Based on a 'pop¬ 
ular” TV series from the States that 
we’ve never heard of over here- 
probably because it’s crap 

• GAME DIFFICULTY: Tough 

• 1ST DAY SCORE: Level 4 

• ALTERNATIVES: Six million plat¬ 
form shooters. Choose one. 


• CONTROL: Joypad 

• RESPONSIVENESS: Good 


TIME 

STALL 


JUMP 


KICK ; FOOT 
SWEEP, FIRE 


JUMP, GRAB 
PIPE 


START: NOTHING 
SELECT: NO FUNCTION 


FMTURfS 


When the everyday hustle and bustle gets too 
much for our lad Darien what does he do? 
Relax in a Radox bath? Enjoy a few "sherbets" 
down the local hostelry? Does he heck! He 
exercises his Beta Waves - whatever they are - 
and effectively slows down the rate of the visu 
al images reaching his brain. In other words 
everything goes into slow motion whilst he 
remains at his normal speed and he is able to 
dodge speeding bullets and the like. Clever 
lad, that Darien. 


In the twenty billionth 
century, or wherever it is that 
Darien is supposed to hail 
from, firearms as we know 
them have been totally 
banned by the powers that 
be. Something about them 
being "too noisy" and "ooh! 
you could have someone's eye 
out with that". Whatever. 
Anyway, the laughably-titled 
Pellet Projection Tube, or PPT, 
is now the norm Police issue 
sidearm. This unlikely sound¬ 
ing weapon doesn't actually 
kill your enemy, rather it 
shoots a tiny chemical pellet 
that stuns them for a short 
while giving you ample 
opportunity to get in close for 
a bit of Mash Ti. 

Get in there, my son! 


COHTROIS 





























Is there no end to our lad's 
talents? Apparently not, for 
when he's not shooting bad 
guys and guyesses with his 
eco-friendly pellet gun or 
slowing the odd bit of time 
down he's indulging in Mash 
Ti, a martial art with its roots 
not in ancient oriental culture 
but from a time yet to come 
(that's the future). Mash Ti 
involves a lot of close-up com¬ 
bat, hanging off pipes and 
kicking people, punching 
them when they're not look¬ 
ing, giving them nasty 
Chinese burns and stuff like 
that. Mash Ti appears to owe 
more to the ancient British 
martial art of football terrace 
fighting than it does to more 
respectable ones like karate. 


OMMENT 

Well, what a turn up for the 
4 history books! Finally 

someone has taken the 
< L* care to produce a licensed 

'A game that honours its 
namesake. Rather than 
disguise any old platformer 
PAUL beneath the relevant 

attire. Time Trax goes sev¬ 
eral exciting steps further in making use of 
the little known program's most interest¬ 
ing factors. Not only are Lambert's sur¬ 
roundings familiar but his skills match 
those he possesses in the series. At the 
very least Lambert is skilled in the martial 
arts and these attributes are put to effec¬ 
tive use when unarmed combat is required 
- which is often. So, unlike many platform 
heroes, Lambert is largely unrestricted - 
being able to defend at close quarters 
when necessary instead of relying too 
heavily on his firearm for comfort. Lambert 
also blocks, which is useful. For once the 
various pick-ups aren't just spurious extras 
either, with most serving to enhance 
Lambert's abilities rather than supply him 
with useless points. Most enemies are 
smart - especially the bosses - and there 
are many secret items stashed in all eight, 
challenging levels. All this and the presen¬ 
tation is of a very high standard too. Time 
Trax is one heck of a trail blazer, supply¬ 
ing enough sights to interest the most well 
travelled games player. 


RATI UBS 


BmKuuWN 


STRATI BY 
ACTIOH 
CHAlllRBt S 
RlfliKtS LJ 
OHIEINAlirr _□ 


I : MliJ 




iiMl 


mmm 


A Good all round. Static semens and 
scrolling text explain the futuristic tale. Nice 
intro bits too. 


ERAPHICS 


A On the small side but nicely detailed and 
there's always plenty going on. 


SOUHO 


A Minimal tunes add to the atmosphere. 
Good speech samples and explosions too. 




t l wondered if the day 

would ever come when I'd 
\ say this - THQ have made 
Jt m a decent game! Time Trax 
Aft- \ is a real platform/beat 'em 
I up * an s dream. T ^ e P re “ 

' sentation and graphics are 

great with moody tunes to 
* match the futuristic action. 

jgmiHI It's long and tough enough 

for those who complain 
about platform games lacking challenge 
and there's a plethora of fightin' and 
shootin' moves to satiate the most blood¬ 
thirsty beat 'em up fan. There's also a host 
of other stuff, like special pick ups and 
secret rooms and even unseen marksmen 
taking pot-shots at you from off-screen, 
just to spice the proceedings up a little. In 
short Time Trax is one of the slickest 
games we've seen for quite some time. 

Go get it. • 


PIAYABIIITY 


A It's responsive, there ore plenty of moves 
and loads of secret rooms to locate. 


lASTABIllTY 


A It's tough as old boots and eight levels 
long too. With the lack of password it'll be a 
while before you finish this one. 


OYfRAll 87 


A decent platfonn beat 'em up with 
enough moves, secrets and challenge to 
keep even the most hardened gamers quiet for 
quite some time. And all this from THQ too! 
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• BY: CAPCOM 

• PRICE: TEA 

• RELEASE - JBA 

• GAME TYPE: HACK W SLASH 

• CART SIZE : 


• PLAYERS: 2 

• HEAD TO HEAD: Ho 

• BATTERY BACKUP: No 

• CONTINUES: Five shared 

• OPTIONS: Difficulty and defence 


Five adventurers present themselves as worthy 
pretenders to Gildiss' wealth. Each boasts skills 
unique to their character: 


• GAME ORIGIN: A conversion of 
the arcade “Miss'' 

• GAME DIFFICULTY: Medium 

• 1ST DAY SCORE- Complete on 
normal 

• ALTERNATIVES: The Pirates of 
Darkwater, Brawl Bros. Final Fight 


Due to his diminutive size, the 
Elf depends on his swiftness 
and Archery skills to 
survive.Distancing the enemy 
is the Elf's best hope of sur- 


Wizard: 

Though feeble and slow at first, 
keeping the Wizard out of harm's 
way allows his magical powers to 
develop into formidable, long- 
range attacks. A useful compan¬ 
ion. 


Dwarf: 

A real power-house, the Dwarf! 
He's swift, 
aggressive and 
strong if a little 
on the short 
side. Players 
who enjoy get¬ 
ting 'stuck-in' 
are best rep re- 

sented by this ' 

guy! 


MAGIC 

ATTACK 


NO FUNCTION 


There is always one character best described as a 
good 'all rounder'. The Fighter represents this 
time-honoured fraternity here. 

Cleric: 

How this cleric escapes punishment whilst behav¬ 
ing so violently is God's own secret! Nevertheless 
it is to the player's great advantage because the 
Cleric is the largest, most powerful volunteer! 


FIGHTER 

JUMPS 


WEAPON 

ATTACK 


F or sale. Luxury apartment in 
rural, fantasy setting. Fully 
furnished and equipped 
with the latest in mediaeval 
conveniences. Near to transport 
and shops with absolutely no 
possibility of being scorched V w 

alive by a huge red dragon 
that happens to live nearby/ 

Signs like this have been 
going up all over Malus ever 
since news reached the people 
of the impending return of * 

Gildiss: A huge red dragon who, 
according to legend, is soon to f 

awake from a magic spell that f / - 

has kept him snoozing for a J f 

hundred years! M 

When the wings of Gildiss — ^ 

last cast a shadow over Malus, 
farmlands were burnt, homes 
and castles were left in ruins 
and great armies destroyed by 
the forces of darkness that swept across 
the kingdom. However, a mighty wizard 
was able to halt the suffering by casting 
a spell that put Gildiss into a deep sleep. 

It turns out that this was only a temporary 
respite, however, and Gildiss is due to 
resume his favourite pastime of roasting 
villagers from great heights very soon! 

The fate of Malus now rests squarely on 
the shoulders of one or two players, as they 
guide a pair of brave adventurers in a strug¬ 
gle to reach Gildiss' lair. This side-scrolling, 
fantasy hack 'em up sprawls over thirteen 
stages cursed by all manner of terrible beasts 
No fear! These adventurers have travelled 
from afar in the knowledge that the reward 
for slaying Gildiss is wealth beyond their 
wildest dreams. Capcom dares you to join 
them! 


FIATIIMS 
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King of Dragons is similar 
to Magic sword in many 
ways. In other words it's 
the exactly the same from 
start to finish. Each level is 
so similar to the last that 
you quickly tire of the dull, 
slash-and-run gameplay 
and start to wonder what 
iny Capcom are playing at by 
releasing software of this 
quality. A special mention must go to the 
boss characters who are especially poor 
with their limited animation and pre¬ 
dictable movement patterns that make 
them very easy to defeat. This is bad 
enough but King Of Dragons is also 
incredibly easy and most gamesplayers 
will complete it in a few hours. With titles 
like Final Fight 2, Magic Sword and now 
King Of Dragons I'm starting to wonder 
whether Capcom can produce a good 
game that doesn't have Ken or Ryu in it. 


Defeating foes earns fighters valuable points 
that accumulate as the battles rage on, even¬ 
tually increasing a character's power level! 
Only the strongest stand a chance when 
eventually coming face to face with the King of 
Dragons! 


Where the term dragon 
applies to things repulsive 
and terrible, this new cart 
> is the undisputed king. It is 

nothing more than a 
monotonous haul through 
too many uneventful scenes 
that are, mercifully, very 
short-lived. Limited by just 
PAUL two attack methods - one 
standard, the other magi¬ 
cal - the game soon becomes tiresome, 
especially for players hoping to exercise 
some kind of flash and dexterity in their 
games. Enemy characters are, by and 
large, boringly typical in their attacks and 
the boss creatures always fall for exactly 
the same tricks. Only those misfortunate 
enough to already own this cart on the 
strength of the Capcom name could possi¬ 
bly wish to refrain from tossing the whole 
package into the bin where it belongs. Not 
even the Cleric can save this sorry bunch 
from eternal damnation. 
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TANK TOP 

Sometimes it gets a bit lonely being a solo 
tanker, fortunately Spectre allows not one but 
four ways to plug in an extra joypad and tank 
with a friend. They are: 


ARENA 

This is yer basic free-for-all shoot anything that 
moves kind of level where you, your mate and a 
zillion other tanks must shoot it out in an attempt 
to gain 1000 of your Earth points. 


BASE RAID 

Two opposing teams each consisting of one 
human and one drone go into battle with the 
ultimate aim to locate and capture the other 
team's flag. It's a good idea to keep a close eye 
on the radar in this game. 


FLAG RALLY 

You'd never guess it but the object of this game 
is to collect enough flags to amass 1000 points. 
Given that they're each worth 100 points, ten 
should do the job. However, your score is zeroed 
each time your tank is destroyed. 


ALLIED ATTACK 

A lovin' 90's kind of game where two human 
players join hands and go merrily into battle 
against, well, a zillion other tanks in an attempt 
to collect all the flags. The players not only share 
this responsibility but also their lives, so no mess¬ 
ing up! 


• CONTROL: Joypad 

• RESPONSIVENESS: Excellent 


CANNON 


HYPER¬ 

SPACE 


GRENADE 


JUMP 


L: NO FUNCTION 
R: NO FUNCTION 


START: STARTSWAUSES 
SELECT: NO FUNCTION 


NmS 


Ft ATI! NTS 


E ver wondered what it is 
us computer journalists 
get up to when we're 
not playing and reviewing 
the best in console-based 
entertainment? Well we... 
hang on a moment I think 
I've used this intro before. 
Hmmm... 

Righto, there was this 
really great record producer 
in the '60s, famous for his 
"wall of sound" productions 
of the popular girl groups of 
the time... Nope, this isn't 
going to work either... 

Look, this game is called 
Spectre, right? It's what we 
all play on our Macs when 
we're not working and now 
Gametek have converted 
this one or two-player tank- 
based blastathon for the 
Super NES and it's nothing 
at all to do with the leg¬ 
endary Phil Spector. I'm 
sorry but it's a Monday... 


Htvmr 

minimum. 


BY: 


GAMETEK 


PRICE: 


TBA 


% RELEASE 


TBA 


GAME TYPE: 


SHOOT 

8MEG 


EM UP 


CART SIZE: 


m PLAYERS: 2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Vo 

• OPTIONS: Configure your tank 


• GAME ORIGIN: Based on the 
dead smart Macintosh game of the 
same name 

• GAME DIFFICULTY: Tough 

• 1ST DAY SCORE: Level 23 [via 
warps) Level 14 without 

• ALTERNATIVES: Battletank, 


Mechwanior 




















▼ Pretty spartan title screen, a couple of 
options then it's straight down to business. 


A Smooth and speedy. 

▼ Very basic looking and a choice of view¬ 
points would have been nice. The levels look too 
similar. 


A The sounds are sparse but make the 
whole proceedings atmospheric 


A Very challenging and skill is required in 
the later levels. 


▼ Not always clear who's shooting who. The 
other tank always shoots first. Gurl 


A It's tough so should keep you going for 
ages. The two-player games are always good 


Don't be put off by Its bosk looks and 
gameplay, this is a challenging game and a 
decent laugh if you've a mate to play against. 
Shame theve's no four-player link-up. 


v I'm fairly impressed by this 

\ conversion of what was a 

\ great Macintosh game. The 

vector graphics of the origi¬ 
nal are neatly and rather 
convincingly replaced by a 
combination of sprites and 
mode 7, with no hint of 
slowdown. To make up for 
n the missing four-player 

option the tank has better 
capabilities and the difficulty level has 
most definitely been upped - both skill and 
stealth are required to survive now and 
Spectre has a very open feel about it due 
to the tank's great versatility and bigger 
map area. The two-player game is a hoot 
too and undoubtedly the game's best sell¬ 
ing-point. I did, however, find the fact that 
the enemy tanks always get the first shot 
in a tad annoying to say the least and a 
choice of viewpoints allowing you to see 
more of the battlefield would have been 
nice. Also, looking and playing as basic as 
it does, it may put a few people off. But, 
what the heck, I like it and it's great in 
two-player. In-Spectre it shortly. Sorry. 


STRAWY 

ACTION 

CHAlllNEl 

rtfitkts 

ORIGINALITY 


lONB-TIRMTOURIST 


BAY 

WITH 

MOUTH 

YTAR 


A mmo 


PRISIHUHOH 


The setting for Spectre is a futuristic, vector-based arena where the 
object in the one-player game is to whizz around in your tank collect¬ 
ing up flags and shooting the enemy tanks before they get you. A sim¬ 
ple enough task, granted, but, be warned, the whole proceedings get 
very tough very quickly as several types of 'harder' tanks from the 
local estate appear requiring numerous hits before pegging out, also 
the landscapes become littered with tank-busting land-mines. Luckily 
your tank is equipped with two kinds of attack. A normal shot using 
one round of ammo that's good enough to do away with the crap 
tanks and a grenade that uses ten rounds of ammo to deal with the 

trickier customers. Unfortunately 
your tank can only carry 40 
rounds at a time so keep a watch¬ 
ful eye out for the energy and 
ammo replenishing green squares 
that are in abundance in earlier 
levels but conspicuous by their 
absence later on. 


B0AP0IBS 


SOUND 


COMMENT 


Here is a game devoid of 
any fancy frills. It looks 
barren, sounds basic and 
plays in a very rudimentary 
fashion. No surprises con¬ 
sidering the game original¬ 
ly surfaced as a novelty 
Macintosh title about five 
years ago. Players looking 
PARS i or a v * sua * extravaganza 

are lost in the wrong virtual 
arena with Spectre to say the least. Yet this 
isn't what Spectre's all about - not at all. 
Spectre is about skill, strategy and nerve - 
it really is in a class of its own. The Spectre 
craft itself is a slick machine and is highly 
manoeuvrable. New and improved, the 
vehicle now has the ability to jump which 
greatly increases the tactical element. 
Simply sneaking behind an opponent for 
an easy win just isn't possible anymore! So 
when two players enter an arena together 
they are guaranteed a great time hunting 
each other down or working together to 
waste the CPU-controlled opposition. 
Though lacking in that certain something 
that creates a true classic. Spectre is 
atmospheric, tense and a very strong two- 
player title indeed. 


PIAYABIIITY 


When the going gets tough the 
tough get going or rather, as is 
the case here, they leg it! As it 
happens your tank is well 
equipped to deal with such wan¬ 
ton acts of cowardice. The first 
and most obvious way of escap¬ 
ing sticky situations is to steer 
your way out of them - indeed 
this is the only way in some of the 
two-player games. However, in 
most other arenas the tank is 
capable of a quite astounding 
leap and, more useful still, a jump 
into hyperspace that relocates 
your tank for better or worse else¬ 
where on the map. Both methods 
of escape use up vital energy 
resources. Use with extreme 
caution. 


lASTAOUITY 


CHE) 







• BY: EA 

• PRICE: £ 44.99 

• RELEASE: JUNE 

• GAME TYPE: SPORTS 

• CART SHE: 8 MEG 


:an you know this?' 


• PLAYERS: 1-5 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: N/A 

% OPTIONS: Footy options galorel 


% GAME ORIGIN: The greatest 
English invention ever. 

% GAME DIFFICULTY: Medium 
• 1ST DAY SCORE: 442,800 
O ALTERNATIVES: World Cup. 
World Cup Striker, Kick Off 3 blah 
blah blah. _ 


Ok, so options in sports games can get a bit 
ridiculous. Fortunately EA have been conserva¬ 
tive in sticking to whatever is relevant. Besides 
getting to chose from the weather, type of pitch 
and so on, players can adopt a managerial role 
in deciding the team formation, the team cover¬ 
age (which dictates the position of defenders, 
midfielders and strikers), the style of play 
whether it be long ball, continental or passing, 
and of course the ability to take of those per- 
forming below standard for 
| rr--* — ~riisuper-subs. 


• CONTROL: Joypad 
% RESPONSIVENESS: Good 


SPEED 

BOOSTSHOT 


SHOULDER 

CHARGE 


CHOOSE 
PLAYER PASS 


SLIDING 

TACKLE 

L: AFTER TOUCH 
R: TAFTER TOUCH 


START: NO FUNCTION 
SELECT: OPTIONS MENU 


(ABOVE) England score as the Irish goal keeper 
practices horizontal levitation. 
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CONTROLS 
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LOVE’S GOT THE WORLD 
IN MOTION 

If you want to test your skills against other teams 
without risking anything then the exhibition mode 
is ideal. FIFA Soccer also comes with a whole 
range of other options though. You can prove 
decisively your supremacy by taking everyone on 
in the League, or if you want to try real a real 
World Cup style mixture of league and knock out, 
then go for the Tournament option. EA have also 
included a 'playoffs' option which is a load of 
American nonsense! 




HE’S GO 
FLICK 

e flash player 
of opportunity to impress 
crowd. Players cbn attempt 
yard back kidte, diving 
glancing headers* or rocket 
from outside thetjpox, They 
also employ cheeky back 
f * swift one-two passing and 
ic 'jinks' and turns when 
re on the attack. The 

jve animation moans that 
off fancy movent an be 
time and ag#fn on the 
ty facility. Get gloating! 

OT 

HERE!! 

$O0er NES FIFA Soccer fea- 
fa power-up facility which 
enables players to get their gear 
together for a real rocket shot. 
The real secret to a good shot 
though is making use of the after 
touch and trying to swerve the 
ball once you get enough power 
behind it. It's always worth going 
for a bit of a long shot because 
pulling off spectacular goals isn't 
as difficult as you might think in 
this game. 


LET’S SEE THAT 
ONE AGAIN 

Because FIFA Soccer gives 
you the chance to mingle 
the genius of Pele and Best, 
it's only natural that EA 
should include a replay 
option to give you the 
chance to gloat over your 
expertise. This also means 
that you can mull over 
debatable points in the 
game, and thus abuse the 
Ref for his lack of aware¬ 
ness, or formulate excuses if 
you lose. 


(ABOVE) Oh, the irony of it all! 
England score yet again. Pity they 
don't have the chance in real life! 


3-w^-w^c. 




































































straucy 

ACTION 

CHAlltNBt 

omms 

ORICINAIITY 


SRBRB 


PIAYABIIITY 


RYIRAU 


An excellent footy sim that captures all 
the elements loved about the greatest 
sport in the world! 


▲ V«y easy to get to grips with plenty of 
opportunity for doing sot 


▼ There are some quids In the gameplay that 
con get frustrating at times. 


IASTABIIITY 


A Facility for two or more player < 
endless hours of antagonistic gloating or 
humiliation - depending on your point of view. 


MMENT 


COMMENT 


FIFA 
looks, 
sounds 
and plays 
with all 
the excite¬ 
ment 
expected 
from a 

Datii World Cup 

rnuL fina , 

When all players really 
want to do at first is enjoy 
authentic football action, 
FIFA provides the essen¬ 
tial tools: precise control 
and a respectable selec¬ 
tion of shots with which to 
work the magic. After 
repeated play all the 
excitement gained from 
the first few matches is 
strengthened as new 
skills and tactics are 
learned. There's certainly 
more here than at first 
meets the eye. Even with 
limited team-custom 
opportunities FIFA has 
everything necessary to 
keep players happy for 
many months. As an 
immediate success, at 
least, FIFA undoubtedly 
runs rings around the 
opposition. It's untouch¬ 
able. Yet with such strong 
competition, offering so 
many provisions to modi¬ 
fy game play, careful con¬ 
sideration of the whole 
field of releases is strong¬ 
ly advised. When the bat¬ 
tle for leadership is so 
close, presentation - how 
a goal is scored, how the 
crowd react to the game - 
is very important. In this 
area FIFA's supremacy is 
absolute. 


When I saw FIFA Soccer on 
the Megadrive I was 
stunned. At last a footy 
game that captures a bit of 
the magic! The conversion 
to the Super NES is equally 
fantastic. At the risk of 
drifting into football clich¬ 
es, what makes FIFA Soccer 
DDD so successful is the fact that 
it really takes a big bite at 
the heart of the game. There are penalty 
box scrambles, attacks on the break, 
scorching shots, nifty one-twos, daring 
bicycle kicks, and cat like saves, all 
drenched in the passion and panic of the 
real thing. For this you've got to give credit 
to the incredibly effective animation which 
doesn't fail to provide you with all of the 
style and flare of the living players. FIFA 
isn't perfect though. Some of the time 
there are frustrating game quirks like 
players passing back and forth to each 
other for no apparent reason, or the 
inability to really run at players or find 
space. But these problems are overshad¬ 
owed by the amount of excitement the 
game inspires. If ever there was a game 
that is ideal for the multi-tap this is it. 
You'll find yourself screaming commentary, 
letting out gasps of relief, cries of indigna¬ 
tion and even the odd chant. To top it all of 
the sound quality makes you think you've 
got have the north stand in your living 
room! 


THE DARK 
HORSE 

There are 40 international 
teams to chose from and it's 
quite refreshing to see that 
EA are aware of up and com¬ 
ing international talent. 
Teams to look out for include 
Cameroon, who did particu¬ 
larly well in the 1990 World 
Cup, and also Columbia who 
have some surprisingly skilful 
players. It is always 
worth tapping into the 
options menu to 
check on the abilities 
of individual players, 
just to assess the 
strong points in a 
team. 
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ON SALE 21 St MAy 


JUDQRARQDD - HQ 15 THQ Lam 
ROQUOTROOPeR • THQldfT Q.I.! 

rnameo - pii-pouiqrqb femaie 

fUTURQCOP! 

• dRmouRQD oiDRon - mecHamcai 

BQIROR-BUfTQR! 

• 5iamG - bqriqrhqr uiaRRioR-Hinoi 


•asss* j* 


21 St MAy-SAVE £17 ON COMPUTEIT 
GAMES & VIDEOS AT HMV! 

28th MAY - WIN OVER £3,500 WORTH * 
OF HOME ENTERTAINMENT SySTEMS! 

4th JUNE - SAVE £14 ON COMPUTER 
GAMES & VIDEOS AT HMV! 


D. THQ fUTURQ If HQ 

r ewsagents Every Saturday - ONLy 75p 
















• BY: TAKARA 

% PRICE : TBA 
% RELEASE: TBA 

• GAME TYPE: FIGHTING 
m CART SIZE: 16 MEG 


• PLAYERS: OR 2 

m HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: 3 

• OPTIONS: Adjust Difficulty 


• GAME ORIGIN: The King of the 
Monsters II arcade game. 

• GAME DIFFICULTY: Medium 

• 1ST DAY SCORE: 4Easy 
m ALTERNATIVES: King of 
Monsters, Street Fighter Turbo, 
Tournament Fighters 
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• CONTROL Joy pad 
% RESPONSIVENESS: Ok 


PUNCH 


JUMP 


NO FUNCTION 


START: STAR7SWAUSES 
SELECT: NO FUNCTION 


E arthlings are renowned throughout the galaxy for their inflated sense of 
importance. Often over a weekend a few aliens will sit down together and 
have a laugh about Earth's insignificant size and the petty nature of human 
problems. 

One evening, three buddies got together for a galactic pig out. When Super 
Geon, Atomic Guy and Cyber Woo finally left the local diner, they were in the 
mood for mischief. Once cruising in Atomic Guy's convertible space-mobile. 
Cyber Woo insisted they put the top down because it was a sunny day. Atomic 
Guy ended up crashing into a moon and they all stumbled out of the vehicle 
giggling like schoolboys. Super Geon pointed out that they were on the Earth 
moon. Their eyes lit up. 

"Come on!' screamed Cyber Woo, "they've got some nice swimming pools." 
So they paddled about in the Pacific Ocean for a little while and, at Geon's sug¬ 
gestion of grabbing a few ice-pops to refresh them, ate Antarctica. 

After running into some other monsters, who also decided to pop by for a 
laugh, the fun-loving three now have to take them on - as well as brush off the 
best of Earth's military hardware which has a habit of making their skin itchy! 

King of the Monsters II is a two-player game which borrows ideas from the 
likes of Street Fighter II and Final Fight. Only it's mad! 
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The three monsters boast their own 
characteristic style of rough 'n' tum¬ 
ble, plus some unique special 
moves: 


Possessing Godzilla's good looks, * 
Geon makes effective use of his 
powerful and spiky tail. Some of his 
groovier attacks include an ability to 
breath fire, a talent for stamping on 
adversaries and being 
able to handle 
WMC rr± weapons. 


COHMOt 


^ This monster makes the most of the giant-size 
vindaloo he ate earlier by possessing the abili¬ 
ty to surround himself in fire and throw fire bolts. His 
normal fighting talents involve plenty 
of punching and a cunning kick 
which flicks away the legs of 

his opponent. *rym _ 


Looking something lik^^TCbotic % 

chimp, Cyber Woo doesn't punch ^ 
but uses an ingenious head-butt as m 
his regular attack. His special moves • ' • 
involve a transforming ability, as he 
changes into a laser gun or uses an arm as a 
cannon. If he grabs opponents, his rocket 
boosters carry him high enough to really 
slam opponents on the deck. 


























































RATINGS 


A Nice in gome presentation and it's good 
to see the inclusion of difficulty settings. 


GRAPHICS 


The characters do some quite Inge- 
moves. 


SOUND 


RE VOIf WITH HE 
lillST ME!?_. 


PEAYABIIITY 


A The moves are quite easy to get into 
but~ 

▼ ~much of your time is absorbed In frantic, 
indiscriminate button-bashing! 


lASTABIllTY 


OVIRAU 64 


Some good ideas that get lost in a sea 
of dull, haH-baked game play and graphics. 
George liked it • nuff said! 


Takara must be on a roll - 
their translations from the 
Neo Geo just keep getting 
better. Basically this con¬ 
version looks, sounds and 
plays the same. Two-player 
games present the most 
fun with the co-operative 
option being quite a laugh, 
GfOffGf however the head-to-head 
games are where it's really 
at. These really do separate the men from 
the chimps! Strong, quick fingers are the 
order of the day, as they bash the buttons 
with the thumb wiggling vigorously from 
side to side. There are only two things 
missing: a bonus round in two-player 
mode and the power-up level. All in all, 
though, this ain't a bad game and well 
worth a look if your a fan of the Neo Geo 
version. But if you didn't like it there, you 
won't like it here. 


In two-player mode you can 
choose to work as a partnership 
or give each other a roughing 
up. This gives the opportunity to 
stab a chum in the back and 
spend the whole time gloating at 
their sudden demise! Hurrah! 


King of the Monsters is a 
very cool idea, and the 
process of destroying entire 
cities, taking especial plea¬ 
sure in familiar landmarks 
like the Eiffel Tower, is cer¬ 
tainly therapeutic. What 
this novelty gives way to 
though is essentially dull 
DfkD and repetitive game play. 

There is some satisfaction 
in mastering each character's special 
moves and, of course, engaging in some 
cheeky two-player action, but the lasting 
appeal of this game is severely limited. It's 
a shame as well that the attraction of mass 
destruction isn't maximised by the graphics 
which are quite substandard. In one-play¬ 
er, King of the Monsters can be quite chal¬ 
lenging, but when you weigh this up 
against the tedium that ensues you do 
tend to ask yourself whether you can be 
bothered to complete it. In summing up. 
King of the Monsters is most 
disappointing for its 
waste of potential, 
something which 
relegates it to 
nothing more 
than a king 
of the 
mediocre. 
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After some gargantuan monster- 
scraps over cola-spilling dis¬ 
agreements, and the needless 
destruction of human civilisation, 
you're bound to get a bit tired. 
Fortunately for our three heroes 
there are a collection of pick-ups 
to make the most of. Some are 
just points, but lifting skyscrapers 
or doing away with military hard¬ 
ware might reveal pick-ups that 
increases life, power or provide 
an extra life. Avoid the bombs 
though because they go off in yer 
face! 


CZZD 







































Sam Morgan is the one 
what done this. He's 11! 


THEY SAY THAT THE ROAD OF EXCESS LEADS TO THE PALACE OF WISDOM. 
THAT WAS ME S|X YEARS AGO. XN FISH YEARS X'D JUST REACHED 18. 
MY PARENTS WERE A DRAG AND X WANTED TO GET AS FAR AWAY FROM 
THEIR PEACH AS POSSIBLE SO I DECIDED TO SPLIT. X PACKED MY GEAR AND 
HIT THE WATER. X WAS HEADED FOR THE FRIGHT LIGHTS OF THE BIG REEF 
PUT DIDN'T HAVE A SHELL TO MY NAME. X ENDED UP HITCHING RIDES OFF 
ANY WHALES GOING MY WAY. WHEN X ARRIVED, EVERYONE FIGURED ME 
OUT AS THE NEW GUY IN TOWN. MOSUY I FELL INTO PAD COMPANY. 

X'D HANG OUT WITH CRAZY F|SH LIKE BILLY SPRATZ, A REAL PSYCHO 
SHARK WHO'S NOW DOING A TEN STRETCH FOR HIJACKING TRAWLERS. 
SPRATZ HUNG OUT WITH MINK, A COOL MOLLUSC WHO ALWAYS WORE 
A PAIR OF SHADES, AND TOGETHER THEY RAN MOST OF THE RACKETS ON 
THE LOWER EAST SIDE. X GOT |N ON THE ACTION, SELLING SEAWEED ON 
REEF CORNERS, WORKING AS A PODYGUARD FOR SPRATZ AND MINK 
WHEN THEY WERE DOING DEALS IN SOME ROUGH CAVES. BUT WHEN 
SPRATZ WENT DOWN, AND MlNK GOT WASTED PY THE GOPPlNO PROTH- 
ERS, X KNEW X HAD TO GET OUT. X STARTED THE LONG JOURNEY HOME, 
MY FIN OUT, HITCHING FOR A RIDE...XF YOU WANT TO VENT SOME OF 
YOUR YOUTHFUL ANGST WRITE TO SEAL'S MAILBAG, KMS, 
PRIORY COURT, 30-32 FARRlNGDON LANE. LONDON ECIR 3AW, AND GET 
IN ON THE PROGRAMME. 


Dear SEAL 

Before I have my little moan I would just like to say that your maga¬ 
zine is getting better with every issue. My little moan is to do with that 
stereovision thing at the back of issue 17. I sat down and stared at 
that thing for ages and to my frustration my eyes could not reveal the 
hidden message. However, just when I was reaching breakdown point 
a glimmer of hope was presented to me. On the back page just above 
the stereovision thing NMS read, and I quote, "If you're really sad and 
can't see it, we'll print the message in the next issue of NMS". Hurray 
I said to myself and went away feeling happy. 

My hope turned to tears when I opened up the next issue of NMS 
because you didn't print the message. I would really appreciate it if 
you would tell me what the message is because I am once again in a 
very frustrated state. 

P.S. I am not sad or mental so please don't give me a hard time about 
not being able to see the message. 

Mark Rogers,Haverhill, Suffolk 


SEAL:Doh! The message should have said "Dave Kelsall - 
you're sacked" because Dave, who devised the thing, cocked 
up and did it all at the wrong resolution rendering the whole 
thing illegible and a complete waste of space. Dave Kelsall 
now works for PC Games - and they're welcome to him! 


Dear SEAL 

I bet you and your mates think you're clever trying to fool everyone 
into believing that you had found a blood code on Mortal Kombat in 
Issue 19. You didn't fool me! It's pathetic the way you cut Lui Kang in 
half and stuck his torso over the heart in Kano's hand. The thing that 
really gave it away was the Kombat hotline which opens on the first 
Friday in April, April 1 st, April Fools Day. Later I discovered that Rolf 
Apilo was an anagram of April Fool. As for sticking 1 p on the car¬ 
tridge, what's that supposed to do, make it fly?! Never try to fool an 
NMS reader, we're too smart. 

Carl Maynard , Chertsey , Surrey 


SEAL:My you're a bright lad, unfortunately many others have 
not been as perceptive as you and are, as we speak, desper¬ 
ately trying to prise one pence pieces of their carts, whilst oth¬ 
ers labour on in disillusion (see below) - guess they can't be 
regular NMS readers. Now take a smartie and go to the top of 
the class. 
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DOLT CORNER 


Dear SEAL 

After reading the GORE CHEAT for M.K. in the April issue of NMS I 
can confirm that it does work! After trying all the various button com¬ 
binations that you printed with no success, I came to the conclusion 
that my cart wasn't heavy enough, so I proceded to blue tac a one 
pence piece to the top of my cart. Three hours later, and now with a 
fifty pence piece on my cart, I came to the conclusion that more 
weight was needed so I placed my bare foot on top of the cart and 
started to apply gentle pressure. All of a sudden there was a loud 
crack and the feeling of intense pain in my right foot. The immense 
feeling of pain and anger lasted only as long as it took to look down 
to where my foot once was and discover that the cheat had worked!! 
There was my copy of Mortal Kombat full of blood and bits of flesh! 
Thank you NMS! 

Andrew Hutchinson, Todmorden, Lancs 

SEAL: If you thought that was good you should try the latest one 
we've found out about - the Hyper Kipper Gore Mode. All you 
have to do is sellotape a kipper (although we find a small hal¬ 
ibut works just as well) to your forehead, walk into the rough¬ 
est pub you can find, locate the largest man at the bar and say 
in a very loud and clear voice, so as to avoid misunderstand¬ 
ing, "You, sir, are a cad and a bounder and this fish smells like 
your mum". Then stand back and witness the true carnage of 
the Kipper Gore Mode - you'll be surprised what they can do 
with fish these days! 


GO AWAY 



Dear SEAL 

I am not one to complain, but those Mortal Kombat codes for new 
death moves have no chance of working. I put in the code after the 
second round, and when I reached pressing 'Start' on pad two, it said 
"player two has entered the tournament'. And which was the diagonal 
up? It could have been right or left. After pressing 'Start' on pad two it 
doesn't go to the third round, so you can't do the death move to put 
the next code in. Please put me out of my disappointment and print 
the codes again properly. 

William Hastings, Fleet, Hampshire 


SEAL:Arrgh! Who let all these idiots in this issue? William, can 
you really be as foolish as your letter suggests? 



Dear SEAL 

I have been following your mag since the days of CVG all those years 
ago and have enjoyed reading every word of it, and I've heard you 
say time and again to write in if you have any ideas to make the mag¬ 
azine better (don't worry it's nothing drastic) so here's the story. 

One day I was in the newsagents reading another computer maga¬ 
zine and in it there was a review of John Maddens '94. What sur¬ 
prised me was the amount of information in this review. Although it 
was only two pages long it was packed with background information 
about the game. Back home I compared this review to NMS. Although 
your review contained info about 5-player antics, the flip option and 
birds eye angles, I thought other captions were unnecessary. Eg. Rice, 
Montana stories and the 'Organised Chaos' captions. Most people 
would know what a fumble, interception, etc. is , and if they didn't this 
information would be in the instruction booklet anyway. This other 
magazine repeated all this info and other stuff such as 360 degree 
Instant Replay and the release date. 

The point I am trying to make is that I think that too much space is 
spent on pictures and sometimes stupid introductions (although they 
are funny) rather than getting down to the nitty-gritty info that I look 
for in a review, because I depend wholly on your opinion when buying 
a game, so that I'm not wasting 40 quid on a load of rubbish. Don't 
get me wrong, NMS is still great and I will continue to buy your mag 
monthly without fail. Besides, the rest of the other mag was crap. 
Anyway, I hope you read this letter because it took me ages to write. 
Martin Conway, Stockport, Cheshire 

SEAL:Console games are, by their very nature, colourful and 
exciting, our policy is to reflect this in our reviews and previews 
by showing these games in their best possible light which, as 
we see it, means showing what the game looks like and getting 
the important features of the games in without resorting to the 
kind of verbal claptrap you see in other mags. In this case the 
Rice and Montana stories were included to add background to 
a sport relatively few people really know about - it was sup¬ 
posed to be a sports special after all. Now there's an uncharac¬ 
teristically straight answer for you. 

loi CMfr 
























PLEASE PAUL. PON T 
HURT HIM 


Dear SEAL 

Everyone has gone Kirby ruddy mad! First of all you lot go and put a 
stonking great picture of the little pink thing on the front cover of 
NMS, March edition. As for that Erik Roggeveen in issue 1 8! Just count 
how many of his pictures and letters got printed. Kirby must be his 
long lost cousin or something because he praises him so much. Kirby 
is probably his greatest fantasy, his pal and buddy, his tooty-fruity, not 
to mention his one and only friend! What is this bloke on! He even 
had the cheek to suggest a range of Kirby games in which, I quote 
'Kirby needs some air and he can fly for ever and ever 7 . That would be 
a thrill a minute wouldn't it! 

Perhaps they could write a game in which people from the 
Netherlands write crappy letters to great magazines and talk about 
Kirby all the time. I personally think that Erik Roggeveen should 
change his name to Erik Kirbyveen. Anyway, that's quite enough mick¬ 
ey taking for now. Just watch the letters flood in to complain about 
this one! Write an insulting reply if you think you're 'ard enough! 

P.S. Don't think I've got anything against Kirby though, I am simply 
stating a point of view. 

DAVID BARR , Northampton (where Kirby games don't exist) 

SEAL:As with all letters of this nature we now hand over to our 
Kirby Korrespondent. Take it away Paul Davies: 

"Look, if you've got anything against Kirby you can just shurrup 
cos he's brillliiant, hee isss, right and I'll 'ave anyone who says 
he's not - come on then!!" 

Thanks Paul, that's told him. 



GO OUT MORE OFTEN 


Dear SEAL 

Ever since I bought Starwing last summer I have watched all progres¬ 
sion on the SFX scene, but one little thing is bugging me. My mate 
reckons that the FX chip only allows 1 6 on screen colours. Please set 
him straight because he says he read it in Rad's new mag SEGA 
thingymabob. If you print this letter it should shut him up. 

P.S. No offence John! (private joke) 

Craig Rennie , Falkirk, Scotland 


SEAL:ls worrying about these minor details all your mate's life 
has amounted to so far? Just look at the backgrounds in 
Starwing then defy him to tell you there are only 16 colours in 
it. Besides which, doesn't Rad work for a Sega magazine? 
Don't you think your mate might be just a little jealous of your 
magnificent machine? 
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AIEEE/ DON'T MAKE VS 
DO XT! 


Dear SEAL 

The other day I was thinking about that video you did on Street 
Fighter 2. I thought it would be a good idea if you did another one, 
but this time you could film it at the CES. You could show us all the 
new games that were there and you could also have interviews with 
the companies that were at the show. It would surely be better than 
listening to Jazza and Gary going on about who's best at Guile's 
combo. What do you think? 

Kris Lambert , Place Stockbridge, Edinburgh 

SEAL:I think it's one of the most singularly unworkable ideas 
I've come across in a long time. The CES is not the fantasy-filled 
wonder land you may think it is - it is a living hell packed to 
bursting with drunken journos and the sort of techno-bores 
who sit next to your girlfriend at parties, all raving about the 
latest advances in toaster technology. Believe us, you're much 
better off with the "distilled" show reports we give you. Besides 
that, who wants to follow Gary Harrod around all day - he 
might get the wrong idea and it's a criminal offence in some 
countries, you know 

GUM! SOMEBODY FETCH A GLASS OF WATER X THlNlC 
SEAL'S FAINTED. LOOSEN HlS COLLAR OR SOMETHING. 
OH, IT'S ALL RIGHT HE'S JUST FALLEN ASLEEP - WELL 
CAN Y00 PLAME HIM? WHAT A PUNCH OF SAD LETTERS. 
WHATEVER HAPPENED TO THE LIVELY DISCOURSE THAT 
USED TO FLOW THROUGH THESE PAGES? SEND YOUR 
WITTY AND INTELLIGENT FLOURISHES TO: 

THIS XS TO CERTIFY THAT X AM NOT 
A SADPO WHO FELL FOR YOUR BRIL¬ 
LIANT APRIL FOOL MAILBAG, NMS, 
PRIORY COURT, 30-32 FARRINGDON 
LANE, LONPON ECIR 3AU AND PERHAPS WE'LL 
WAKE HIM UP IN TIME FOR NEXT MONTH. 
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Arrgh! It's like a question answerers nightmare come true! In the last cou¬ 
ple of months the colour Game Boy, Super Street Fighter 2 andMortal 
Kombat 2 have been announced and the dull questions have started flood¬ 
ing in so let's get a few things straight - Until you read it in these hallowed 
pages there is NOTHING else to know about the colour Game Boy, MK2, 
Super Street Fighter 2 or Project Reality so please don't ask. Well I'm glad 
I've got that off my chest. If you have any questions that won't try our 
patience or tax us mentally too much send them off to PLEASE OPEN MY 
ENVELOPE SECURE IN THE KNOWLEDGE THAT THERE IS NO REFERENCE 
TO COLOUR OR MORTAL ANYTHING. CHEERS TIM LAD Q&A, NMS, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU. 



I AM THAIKARAKA 

Dear Tim 
Answer me, please. 

1. Is there a release date for the Secret Of Mana? 

2. What other decent RPGs do you know of? 

3. Is there another Zelda game coming out? 

4. When is Dragon Quest on the Super NES coming 
out? 

5. Are there any good RPGs on the Game Boy 
available now apart from Link, Mystic Quest and 
Ultima? 

6. How do you make such a brill mag? 

7. Who did you bet on in the National? 

PS. Did you notice Pm a RPG fan. 

Joe Lee , Petts Wood, Kent 


m 


TIM:1. There is no confirmation of one 
as of yet which is a shame as it is a brilliant 
game. 2. Final Fantasy VI is looking particu¬ 
larly good and Shadowrun is definitely worth 
a goosey. 3. Possibly, but no confirmation. 4. 
Never over here. 5. You've got the best ones. 
6. Buttermilk and cheese and a little bit of 
time. 7. Dobbin. 8. You are a fan of underage 
stoats. 



(ABOVE) It's Dragon Quest and it's not that brill. 
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NO MORE SF2 

Dear Tim 
Please answer my humble ques¬ 
tions. 

1. When will Super SF2 Turbo be 
release on the Super NES 

2. Are there any good blood 
codes for Mortal Kombat without 
using an Action Replay? 

3. Which should I get, Top Gear 
2 or FI Pole Position? 

4. Will Mortal Kombat 2 have 
blood and gore for the Super 
NES? 

5. When will Samurai Shodown 
be released for the Super NES? 

6. What is the best two-player 
racing sim for the Super NES? 

7. When will Fatal Fury Special 
and art Of Fighting 2 be 
released on the Super NES? 

W aquor Hussan 


TIM: 1. Super SF2 is 
planned for a summer 
release but we don't know if 
it will have a turbo facility - I 
should bloody well hope so, 
though. 2. Yes but you have 
to tape a 50p to your cart and 
stand in the corner with a fish 
in your underpants. 3. FI Pole 
Position. 4. We don't know 
yet but will it be a bad game 
if it hasn't? 5. Summer we 
think but probably not over 
here until later on in the 
year. 6. I've just answered 
that, you are starting to bore 
me. 7. Summer - on import. 
Now go away. 




G'PflY SPORT 

Dear Tim 

Please could you answer some questions for me 

1. What good golf game are there for the Super 
NES? 

2. What's the cheat to play as Bill Clinton on NBA 
Jam? 

3. Where can I get a copy of your guide to NBA 
Jam? 

4. I've got NBA Jam, is it really worth buying the 
four-player adaptor as I am also thinking of buying 
John Maddens '94? 

5. Will project reality cost less than £190 

6. I am looking for a new sports game. I have NBA 
Jam, Striker and Super Tennis, what else would you 
advise me to get? 

7. Are there games in Portugal or Italy any cheaper 
than here? 

Thanks very much for answering my questions and 
keep up the good work on the mag 
Andrew Smyth , Northern Ireland 


TIM:1. Andy swears by Major Title so 
that's good enough for me. Others prefer 
Pebble Beach and Augusta Masters. Keep an 
eye out for our review of two new golf games 
next month. 2. A,R then highlight K then L 
Start and X - didn't you see our fantastic NBA 
Jam cheats special? 3. By ringing the subscrip¬ 
tions and back issues number in the small 
print at the front of the mag. 4. If you've got 
three other mates I'd recommend it without 
any hesitation. 5. Considering that your aver¬ 
age Silicon Graphics machine costs as much as 
a family car - for a basic model - you tell me. 

6. You've got a pretty good selection there 
already but to complete your set try NHL '94, 
Powerful Pro or 2020 Baseball, Madden '94 of 
course. Also try and get a copy of Super 
Patent-Leather Vole Embalming '94 - it's 
great! 7. Ask a Portuguese or an Italian. 
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(ABOVE) Sod being the most powerful man in the world - let's shoot some 
hoops instead! 

























A PHILOSOPHER WRITES 

Dear Tim 

I have spent a lot of time thinking about these 
questions, I hope you answer them. 

1. What makes Super Street Fighter 2 different 
from Super Street Fighter Turbo? 

2. Is NBA Jam worth getting? 

3. My friend says he played Mortal Kombat 2 
Turbo in the arcades. Does it exist? 

4. My Mortal Kombat cart is a 006, will the cheat 
work or am I wasting my time? 

5. I have Striker, is it worth getting World Cup 
Striker? 

Ryu Togashoki , London 

TIM:I have spent absolutely no time 
thinking of these answers. 1. Turbo 
is faster, you dolt, and has all-new standard 
attacks with better animation. 2. Buy, buy 
you fool. 3. There are a few up-graded ver¬ 
sions knocking around so he could have 
done. 4. No, you're wasting my time. 5. 
Probably not, the gameplay is not all that 
much different. 





FOOTBALL CRAZY 


Dear Tim 


Could you please answer my questions: 

1. Which game do you think I should buy, FIFA, 
Kick Off 3 or World Cup '94? 

2. Is Super NES FIFA better than the Megadrive 
one? 

3. When will FIFA be released? 

4. What is better NHLPA or Madden '94? 

5. Is there a cheat for F. Zero on the Super 
NES? 

Michael Page , Wimbledon 


TIM:1. All the games you have chosen 
are great but you have missed off World Cup 
Striker which is the one Andy prefers. My per¬ 
sonal choice would be World Cup '94. 2. Of 
course it is, you fool. 3. Should be in the shops 
as we speak. 4. Depends if you prefer Ice 
Hockey of Yank Football. I'd go for Madden 
meself. 5. Alas no. 




ROCK STARS READ NMS 


Dear Tim, please read my letter grovel I'm not worth and all that crap. 

1. Will the Project reality machine vary like the Super NES in Japan, USA and GB? 

2. Is it worth getting a NES just to play the original Zeldas or should I get the Secret of 
Mana? 

3. Which do you recommend out of Tournament Fighters, Power Pro Baseball, Super 
SF2, Pocky and Rocky or Super Wario Land? 

4. Will you do a book of love for Zelda on the Game Boy just ;like for Zelda 3. 

5. Did Gary Harrod send in 3 piccys of shields to 2nd Citadel Journal? 

6. Me and my mates reckon Cammy's a foxy babe and is the fittest female character 
ever. Are we deprived? 

Dave Mustane from Megadeth, Wigan 


TIM:1. Yes, no, dunno. 2. If you can afford to , get both. If you can't 
Mana would be my choice. 3.1 can't answer this because I deeply love 
all the games you have selected. 4. no. 5. Yes he did and he was most embar¬ 
rassed to be reminded of his youthful scribblings. 6. You are all indeed very sad 
young men. My advice is to put down your joypads and spend some time 
attempting to develop social skills with some real girls. Point of advice: Don't 
call them Foxy Babe to their faces - only the stupid ones think it's a compliment. 





SNOW GOOD 

Dear Tim 

Answer these questions O Great Timolina. 

1. What is the level select for Ghouls N Ghosts? 

2. Is there any cheat for Spiderman and the X-Men? It's a really boring game. 

3. I was going to get Bomberman at Easter but ended up getting Tournament Fighters 
instead. Was it a good choice? 

4. I have a problem with my Super NES as there is always snow on the screen. I've 
checked all the leads and tried moving it further from the TV but it's no good. Is there 
some place in Ireland I can send it? 

5. Are you married? 

Kieran Kiely, County Cork , Ireland 

TIM:1. Go to the Options screen and highlight EXIT then hold down L 
and Start on controller two and press START on controller one. 2. We 
don't know of one - it's too boring. 3. You made a fine choice because you can 
now start saving for the rather fine Bomberman 2 previewed this very issue. 

4. Try moving it indoors, if that doesn't work try retuning it. If it still doesn't 
work you'd better call Nintendo themselves. 5. Why?Are you asking? 








































PUZZLE THIS 


Dear Tim 

print my letter as I'm a bit confused. 

1. I have just bought Pushover and completed it. Is 
there a cheat to make it harder? 

2. As I am a puzzle game fan, do you know of any 
hard, fun games not including Lemmings? 

Thanks for all your help. 

Royston Newell , Bristol 


□ 


TIM:1. Try playing it blindfolded. 2. 

Tetris Battle Gaiden, Hebereke 
Puzzle, Super Puyo Puyo, Pac-Attack, Spin 
Dizzy Worlds, Goof Troop, Wordtris, 
Pipedream and Lemmings 2 to name but sev¬ 
eral. You're better off with a Game Boy, 
though, there's billions for it. 3. Don't mention 
it. n 


hm 


CACK CACK CACK 


Dear Tim 


1. A shop near me has a new RPG in stock from 
Capcom called Wizardry 5, why have you not 
reviewed it? 

2. What is Hammerin' Harry like? 

3. Should I burn my Super Scope? 

4. Does anyone there at the office want to buy an 
Amiga 500 with loads of stuff on it? 

Rossi, Aylesbury, Bucks 

TIM: 1. Because it is unbelievable cack. 

2. In the arcade it is great fun, on the 
Super NES I've no idea. 

3. Only if you are very, very cold. 

4. Absolutely not and you'll be stuck with it 
for life now just for asking... 





A LAD INSANE 


Dear Tim 
Please answer these ques¬ 
tions before I have a nervous 
breakdown. 

1. Are there any more 
Aladdin games around for 
the Super NES but with more 
levels? 

2. Do the people who make 
NMS make Mean Machines? 

3. I have just got a Super 
NES and am very proud of it. 
When Virtual Reality comes 
along will you push the 
Super NES aside in favour of 
it? 

Ian Beaver, Leyland 

TIM: 1. Megaman 
X may well be 
worth of your attention 
and Metroid is just about 
the best gosh-darned 
game there is around at 
the moment. 

2. No, but we do know 
them - just to say hello to 
though. 3. Of course we 
won't. 




(ABOVE) It's those pesky lemmings again. I'm sure they're pertinent to one 
of the questions on this page, can you spot it? 


(BELOW) Aah! Now you're talking. Tetris Battle gaiden is the King of puzzle games and it gets better with every play. If you see it 
buy it with complete disregard for your cash situation. 
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NMS IS COOL - OFFICIAL 


Dear Tim 

I have questions which I hope you can answer. 

1. I have Shadowrun and was going good til one time I switched on my 

machine and to my surprise found out that both the saved games were 
erased - why did this happen? _ _ 

2. Is Sim City 2000 coming out for the Super 

nes? m * m 

3. In which order would you rate the follow¬ 
ing games: Secret Of Mana, Legend Of The 
Mystical Ninja, Goeman 2, SimCity 2000, 

Mega Lo Mania? 

4. Which other add-ons are worth buying 
other than the Multitap and Super Scope. 5. 

Which game is best best for the Multitap? 

6. What is best for the Super Scope? 

7. Why is NMS so cool 


Raymond "Not Very" Kool, The 
Netherlands 


□ 


TIM:1. You've got me there - a MM 
power surge or a dodgy convertor 
perhaps. 2. Not as far as I know, although I'd hope 
so, it's fab. 3. Mana, Goeman 2, Sim City 2000, 
Mystical Ninja and Mega Lo Mania. 4. A plug and 
some Joypads. 5. NBA Jam, Bomberman, Madden 
'94. 6. Battleclash is the best of a poor bunch. 7. 
Because we have the Power of Threngarrok!!! 


Goeman's I and II, they're both dead cool. 


lonanciLj ispr 
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NEW QUESTIONS PLEASE 


Dear Tim 

Please could you answer my questions. 

1. When is Return Of The Jedi coming out? 

2. Which is better - Tournament Fighters or 
Clayfighters? 

3. A while ago you reviewed Super Soccer 2. Will 
there be a British release? 

4. Is Zombies worth buying. 

5. Is Lethal Enforcers any good? 

6. What is the best Game Boy Football cart? 

Sam Breckon, Hertford 


TIM:1. A summer release is planned. 
2. Tournament Fighters. 

3.1 hope not it's very tragic. 

4. Yes. 5. Oh aye. 

6. World Cup Strike 





ik 
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DUTCH COURAGE 


Dear Tim 
I have a few questions for you. 

1. Will Gang Wars ever be released on the Super 
NES? 

2. Are Konami and Capcom going to release 
some of their old games like green Beret, Yie Ar 
Kung Fu, Bionic Commando and Forgotten 
Worlds? 

3. Is it true that Stunt Race FX is going to be an 
32 Meg cart? 

4. When's Art Of Fighting II coming out? 

5. What's best out of Art Of Fighting II or Fatal 
Fury II? 

6. If Nintendo is so much against violence how 
come they allowed Super Smash TV to come out? 

7. Will there be a follow-up to Contra Spirits? 
Christian Evendes, Holland 


TIM:1. I doubt it. 

2 Alas there are no plans to release any of 
those games - a bit of a shame really espe¬ 
cially with all the dross 
Capcom seem to be releasing lately. 

3 No. 

4. No date has been fixed - next year we 
think. 

5. Fatal Fury II gets my vote. 

6. Because they hate skinheads. 

7.1 hope so but nothing's been 
announced. 


B 



BATTERY BORE 


Dear Tim 


I was reading over my NMS 
94 Game Guide and on 
page eight of the hardware 
guide for the NES it talked 
about how the NES battery 
back-up carts have a life of 
about five years. 

1. Do the Super NES Battery 
Back-up carts only last five 
years as well? 

2. What happens to these 
games after the batteries run 
out? 

I own a Super NES with 
Mario All Stars and Zelda 3. 

3. Should I sell my games 
before the batteries run out? 

4. Will Project reality have a 
battery Back-up or a system 
of battery recharging or 
replacement? 

A. Amofan, N 
Ireland. 




TIM: 1. Yes. 

2. You can't save 

your games anymore and 
flowers start to grow out 
of them. 

3. If you like. 

4. Don't know. 
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SUPER NES CAPCOAA 


M egaman has been building a solid base of fans for a 
long time now with his adventures on the NES. Now 
he's guaranteed to add a whole legion more with the 
advent of this great little platformer on the Super NES. 
The basic gameplay has been retained from the original 
- a wise move - but every other aspect of the game has 
been up-graded - bigger graphics, badder weapons and 
a tougher challenge. In short this is everything a 
Megaman fan could wish for - and more besides. 

Buy this game. 


[STAGE! 
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MS PAC-MAN 


GAME BOY NINTENDO MAY 84% 


PAC-MAN 

NES NINTENDO :MAY 89% 


W hilst this may look a lot like, ahem, good old Pac-Man 
with a pretty bow on his head there are a whole host of 
new features like four tunnels instead of two, changing 
mazes and different tactics to employ against the pursuing 
ghosts to distinguish it from the original. However the 
excitement is somewhat spoiled by the fact that you can't 
tell which ghost is which due to the monochromatic nature 

of the Game Boy 
t and the fact that 
creaky games like 
this belong in a 
museum, but hey! 
that's just my 
opinion - Paul 
absolutely loves it 
and that says it 
all really! 


N o other game has caused such furore in the NMS 
offices. Without doubt Pac-Man is a classic with its 
simplistic, hypnotic and compelling gameplay. this ver¬ 
sion is also a nigh-on perfect conversion of the coin-op, 
for which it is also to be commended. But where Paul 
applauds its release the rest of us think he's completely 
barmy and can't see any reason why you should buy a 
rank old antique your Dad played as a youth 
when there's so much other 
good stuff around. 

Have a look and -===-■< fni ’ 2 


1Q9 CHM& 
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' ince Megaman X Capcom have been going through what can 
konly be described as a bit of a "thin" period with the not- 
' right-good likes of King Of Dragons and Wizardry (which was 
too terrible to be be included in this - or any future - issue) but, 
right at the last minute, their latest Wrestle-based grapple 'em up 
Muscle Bomber comes barging through our door and half-nelsons 
its way into the the mag for a last minute preview. 

Converted from a very fine coin-op. Super NES Muscle Bomber 
is a massive 24 Meg cart - a feat only equalled by Super Metroid. 
It is all the more impressive as it has managed to cram in a four- 
player option, all eight characters from the arcade version selec¬ 
table and as large as life, different modes of play and, gasp, no 
slowdown. In other words it's a great little conversion, but we 
won't give too much away this month - we don't want to spoil it 
for you. Just try not to get too excited by the screenshots and rest 
assured we'll have a rather smart review next month. 


ONE TO FOUR-PLAYER R 


Muscle Bomber varies from other games of the wrestling genre in that actual 
skill and tactics need to be employed in order to defeat your opponents, rather 
than frantic button-punishing. Fortunately many of these moves are implement¬ 
ed in a similar manner to Street Fighter. Here's a brief breakdown of the eight 
selectable characters and some of their moves - just to whet your appetites. 


GOMES: 

Wild man, Gomes from 
Venice beach, storms vertically 
into the air whilst spinning his 
unfortunate victim before releas¬ 
ing them by thrusting his feet into 
their stomachs to send them 
crashing ring-wards. My eyes are 
watering just thinking about it! 


BUDO: 

Budo is a different kettle of 
Samurai altogether as he tries to 
twist your neck off by spinning 
around it at a dizzying pace. 


24 MEGS OF FI 


HAGGAR: 

Haggar has got all his old 
moves from Final Fight. 
Spinning Piledriver and 
Clothesline action ahoy!! 


CZZS TT.n 
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COLT: 

Guile's little bro can't quite 
manage a sonic Boom just yet, but 
his Sonic Fist is a more than ample 
replacement. Doof! 


ZALAZOF: 

Hey, is this guy Colt with a bad 
footballer's haircut or what? His move 
are exactly the same. Boo. 


SHEEP: 

What a poseur! He stands about 
looking pretty as you hurtle towards 
the canvas after a particularly nasty 


TITAN: 

George reckons 
this bloke looks like 
T. Hawk from Super 
SF2. This distinctly 
un-gentle English 
giant'll kick you sky- 
bound and break 
your back you as 
soon as look at you. 
Not a nice man 




STLE FRENZY!! 


TTT ' (7T7K* 
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Any game that satisfies one to four players simultaneous¬ 
ly has got to be a bit special. Muscle Bomber goes a bit fur¬ 
ther and offers a couple of different modes of play. In One- 
On-One one or two-players battle it out for wrestling 
supremacy. However, should a third or, dare I mention it, 
fourth player decide to join in the pain-related laffs the play 
switches automatically to Tag Mode. In Tag Mode players 
are offered the choice of a full ten characters - two of the 
bosses having been chucked in for good measure. Then 
players can now choose either human or computer partners 
for an all out four-player rumble most royal. 


Most of the characters the player gets the choice of are so 
flamboyant as to make any of the WWF wimps blush. There 
are, however, a couple of them who eschew the flambouyant 
dress of their chums and, blimey, they look a little familiar too! 
Most will recognise one of them immediately - it is, of course, 
Haggar, former star of the Final Fight games and public digni¬ 
tary to boot. But it will take a real keen-eyed Capcom fan to 
pick out the other one. His name is Colt and he has a more 
famous big brother - Guile. Colt has only made one previous 
appearance - as a background character alongside Guile in 
Final Fight 2. Well, we've all got to start somewhere. 


Everything changes but you, doo be doo be 
doo! C'mon every body, don't go changin' now!! 



CEB 
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How, you ask, could we possibly better such a brilliant 
issue as the one you have just read and are presumably 
still all-of-a-quiver from? Easy! We just fill it with doubly 
smart stuff, like full reviews of Rabbit Rampage, Ranma 
1/2 3, ace grappler Muscle Bomber and Star Trek: 

Futures Past to name but four. We'll have more blinding¬ 
ly hot news on Nintendo's 32 Bit machine and the Colour 
Game Boy, previews of the scorching-most newest games 
like Virtual Bart, Itchy and Scratchy and Maximum 
Carnage. Heck! If Andy's up for it we might even be able 
to squeeze in some sort of first look at Mr Tuff - if we're 
really, ahem, lucky! So avoid disappointment and 
reserve your copy now. The next Issue of NMS will be on 
sale June 19. 








SUPER NINTENDO DEALS| 

ALL GENUINE UK VERSIONS 
SUPER NES MARIO ALL STARS PACK 
WITH SUPER MARIO 1, 2 AND 3 
AND LOST LEVELS H M QO 

GAMES. ONE JOYPAD. 

FREE SCOPE 6 LIGHT GUN AND 6 GAMES 

ALADDIN PACK WITH ALADDIN AND ONE JOYPAD 114.99 I 

SUPER NES STARWING PACK WITH STARWING AND ONE JOYPAD ...95.99 | 

NEW LOWER PRICE 
SUPER NES STREETFIGHTER TURBO PACK 
_ WITH STREETFIGHTER 
QC QO TURBO AND ONE 
* JOYPAD 

FOR A PIXEL PERFECT PICTURE CHOOSE A 
SC ART TELEVISION 


FREE 




NINTENDO SCOPE 6 
LIGHT GUN AND 
6 GAMES.39.99 

OR FREE WITH EVERY 
SUPER NES MARIO 
ALL STARS PACK 

(WHILE STOCKS LASTS) 


FREE 16-PAGE COLOUR 
CATALOGUE - JUST ASK 


t — 


CONSOLE SALE - SUPER NES GAMES FROM 19.99 



PGA TOUR GOLF 

19.99 


SUPER BOMBERMAN MORTAL KOMBAT 

35.99 32.99 



ROCK & ROLL RACING NHLPA '93 ICE HOCKEY 

37.99 24.99 


Hi 


SUPER NES GAMES • = NEW GAME 

ADDAMS FAMILY.36.99 

ADDAMS FAMILY 2 - 

PUGSLEY’S SCAVENGER HUNT...34.99 

ADVENTURES OF DR. FRANKEN 34.99 

AERO THE ACROBAT .39.99 

AGURI SUZUKI FI RACING .29.99 

ALADDIN .41.99 

ALFRED CHICKEN .44.99 

ALIEN 3 .43.99 

ALL AMERICAN 

CHAMPIONSHIP FOOTBALL .39.99 

ASTERIX.39.99 

B.O.B.34.99 

BATMAN RETURNS .40.99 

BATTLETOADS IN 

BATTLEMANIACS .34.49 

BOXING LEGEND OF THE RING 41.49 

BUBSY BOBCAT.33.49 

BUGS BUNNY .41.99 

CAPTAIN AMERICA.39.99 

CHAMPIONSHIP POOL .44.99 

CHESSMASTER .37.49 

CHUCK ROCK .24.99 

CLAYFIGHTERS .41.99 

CLIFFHANGER.29.99 

COOL SPOT .37.99 

CYBERNATOR.39.99 

DAFFY DUCK - 
THE MARVIN MISSIONS. 

DENNIS .. 

DESERT FIGHTER . 

DESERT STRIKE . 

DRACULA . 

EQUINOX . 

EXHAUST HEAT . 

F-ZERO . 

FI POLE POSITION. 

FIFA SOCCER 

FIFA SOCCER .36.99 

FLASHBACK.39.99 

GOOF TROOP .24.99 

GP1 .34.99 

HOOK .24.99 

HUDSONSOFT VIRTUAL SOCCER 40.99 

JOHN MADDEN 93.19.99 

JURASSIC PARK.39.99 

KEVIN KEEGAN 

PLAYER MANAGER .40.99 

KICK OFF 3 .44.99 


..39.99 

.29.99 

.39.99 

.39.99 

.29.99 

.39.99 

.29.99 

.29.99 

.39.99 


KING ARTHUR’S WORLD .39.99 

KRUSTY’S FUN HOUSE.24.99 

LAMBORGHINI.34.99 

LEGEND OF THE MYSTICAL NINJA 38.99 

LEMMINGS.39.99 

LEMMINGS 2.39.99 

LETHAL ENFORCERS 

(WITH LIGHT GUN).64.99 

LOST VIKINGS.33.49 

MADDEN NFL‘94.41.99 

MAGIC SWORD • .39.99 

MAJOR TITLE GOLF .43.99 

MARIO ALL STARS.39.99 

MARIO IS MISSING.39.99 

MARIO PAINT WITH MOUSE.49.99 

MARIO’S TIME MACHINE .43.49 

MEGALOMANIA .43.99 

MICKEY’S MAGICAL QUEST .41.49 

MORTAL KOMBAT .32.99 

MR NUTZ .36.99 

MYSTIC QUEST .33.49 

NBA ALL STAR CHALLENGE .43.99 

NBA JAM 

NBA JAM .50.99 

NFL FOOTBALL .40.99 

NHL ICE HOCKEY ’94.41.99 

NHLPA ‘93 ICE HOCKEY .24.99 

NIGEL MANSELL’S 

WORLD CHAMPIONSHIP .33.49 

PEBBLE BEACH GOLF .41.49 

PGA TOUR GOLF.19.99 

PILOT WINGS .33.99 

PINBALL DREAMS .36.99 

PLOK .33.99 

PLOK •.33.49 

POP N’TWINBEE .40.99 

POP ‘N‘ TWINBEE - 

RAINBOW BELL ADVENTURE • ...38.99 

POPULOUS 2 .44.99 

PRINCE OF PERSIA .39.99 

PUSH OVER .29.99 

R-TYPE 3 • .47.99 

RANMA 1/2.44.99 

RENANDSTIMPY .43.99 

ROAD RUNNER (LOONEY TUNES) 36.99 

ROCK AND ROLL RACING .37.99 

RYAN GIGGS SOCCER .44.99 

SENSIBLE SOCCER .39.99 

SHADOWRUN .46.99 

SIM CITY.19.99 


SKYBLAZER.36.99 

SOCCER KID.37.99 

SPACE ACE .44.99 

SPEEDY GONZALES .41.99 

STARWING .19.99 

STREETFIGHTER 2.39.99 

STREETFIGHTER TURBO.49.99 

SUNSET RIDERS.42.49 

SUPER AIR DIVER .49.99 

SUPER BOMBERMAN 

(FOUR PLAYER GAME).35.99 

SUPER CASTLEVANIA 4 .37.49 

SUPER EMPIRE STRIKES BACK...50.99 

SUPER JAMES POND .35.99 

SUPER KICK OFF .37.99 

SUPER MARIO KART.33.99 

SUPER MARIO WORLD.36.99 

SUPER NBA BASKETBALL .41.49 

SUPER PARODIOUS .32.99 

SUPER PROBOTECTOR .37.49 

SUPER SMASH TV .29.99 

SUPER STAR WARS .40.99 

SUPER STRIKE EAGLE.42.49 

SUPER TENNIS.32.99 

SUPER WWF WRESTLEMANIA .29.99 

TAZMANIA.39.99 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS .49.99 

TERMINATOR 2 ARCADE GAME . 43.99 

THOMAS THE TANK ENGINE .39.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .40.99 

TOP GEAR 2.41.99 

TOTAL CARNAGE .39.99 

TROLLS- .32.99 

ULTRAMAN .19.99 

UTOPIA-.36.99 

WING COMMANDER 

SECRET MISSIONS.44.99 

WINTER OLYMPICS .44.99 

WOLFENSTEIN 3D .44.99 

WORLD CLASS RUGBY .39.99 

WORLD CUP STRIKER •.51.99 

WORLD CUP USA ‘94 42.99 

WORLD LEAGUE BASKETBALL 19.99 

WWF ROYAL RUMBLE .53.99 

YOSHI’S SAFARI (SCOPE 6 GAME) ...34.49 

YOUNG MERLIN .47.99 

ZELDA 3 - LINK TO THE PAST.33.99 

ZOMBIES .40.99 

ZOOL .36.99 


SONY KVM1400 14” 
FSTCOLOUR 
TV/MONITOR WITH 
REMOTE CONTROL. 
60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, 
TWO POSITION TILT, 
BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE. CD32 OR SNES). 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 244.99 


SUPER NES EXTRAS 

DRAGON SPEEDPAD 
(WITH AUTOFIRE) 

9.99 

FREEWHEEL 
STEERING 
WHEEL 

PLUGS INTO JOYPAD PORT. 

SUITS MOST DRIVING GAMES. 

24.99 

LOGIC 3 
LOGIPAD SN 
FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 
13.99 , 

NINTENDO Vi 

CONTROL PAD 





15-99 '^JM 

JT 

PHASE 9 

*7rJ& 

OBLITERATOR WITH 

AUTOFIRE (2 SPEED) & 
SLOW MOTION 


13.99 _ 


QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD 
HOLDS UP TO THREE PRESET 
MOVES IN MEMORY. IDEAL 
FOR SPECIAL MOVES USING 
MORE THAN ONE BUTTON 
29.99 




QUICKJOY SN 
PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE 
AND SLOW MOTION. 

35.99 


PHASE 9 
PHANTOM 2 
JOYPAD. CLEAR DESIGN, 
LARGER SIZE PAD WITH 
AUTOFIRE AND SLOW MOTION 
13.99 
LOGIC 3 




PHANTOM SN WITH 
AUTOFIRE AND SLOW 
MOTION (MICROSWITCHED) 
16.99 



GAMEBOY WITH BATTERIES. 

..39.99 

GAMEBOY WITH TETRIS AND BATTERIES 

+ SUPER MARIO LAND GAME. 

.57.99 

GAMEBOY PINBALL DREAMS PACK 
WITH PINBALL DREAMS GAME AND 
BATTERIES . 

.57.99 



QUICKJOY SN PROPAD WITH 
SLOW MOTION AND 2 SPEED 
AUTOFIRE 
12.99 


QS197 PYTHON 
FOR SUPER NES 
10.99 

QS190 
MAVERICK 
2B JOYSTICK 
FOR SUPER 
NES 
9.99 

PHASE 9 



GAMEBOY GAMES 


ADDAMS FAMILY 2 • 

PUGSLEY’S SCAVENGER HUNT 23.49 

ADVENTURE ISLAND 2.19.99 

ALFRED CHICKEN .23.99 

ASTERIX .19.99 

BART AND THE BEANSTALK.23.99 

BART VS JUGGERNAUTS .14.99 

BATMAN - 

THE ANIMATED SERIES .21.99 

BATTLE OF OLYMPUS .19.99 

BATTLESHIP .19.99 

BATTLETOADS .14.99 

BATTLETOADS IN 

RAGNAROK'S WORLD .19.99 

BIONIC COMMANDO .19.99 

BLUES BROTHER’S JUKEBOX ...19.99 

CASTLE QUEST .20.99 

CASTLEVANIA.14.99 

CASTLEVANIA 2.16.99 

CLIFFHANGER.20.99 

DAFFY DUCK - 

THE MARVIN MISSIONS .22.99 

DARKWING DUCK .24.99 

DR. FRANKEN 2 .22.99 

DR. MARIO .19.99 

DRACULA.16.99 

OROPZONE .16.99 

DUCK TALES .18.99 

EMPIRE STRIKES BACK .21.49 

FI POLE POSITION.19.99 

F15 STRIKE EAGLE .24.99 

FELIX THE CAT .16.99 

FIREFIGHTER .19.99 

FLINTSTONES.18.99 

FORMULA 1 RACE 

(WITH 4 PLAYER ADAPTOR) .25.49 

FRANKY, JOE AND DIRK ON 


THE TILES.20.99 

GARFIELD.19.99 

GAUNTLET 2 .24.99 

GEAR WORKS.19.99 

GOAL .21.99 

GOLF .18.49 

HUMANS .21.99 

INDIANA JONES AND 

THE LAST CRUSADE.18.99 

JUNGLE BOOK .23.99 

JURASSIC PARK.24.99 

KID DRACULA.19.99 

KIRBY S DREAMLAND .20.49 

KIRBY’S PINBALL •.18.49 

KONAMI GOLF.22.99 

KRUSTYS FUN HOUSE.19.99 

LAMBORGHINI.21.99 

LEMMINGS .20.99 

LOONEY TUNES.21.99 

MARBLE MADNESS .16.99 

MARIO AND YOSHI.20.49 

MEGA MAN 2 .20.49 

MERCENARY FORCE.21.99 

METROID 2 .12.99 

MONSTER MAX .19.99 

MORTAL KOMBAT.24.99 

MYSTIC QUEST .25.49 

NFL QUARTERBACK CLUB.23.99 

NIGEL MANSELL’S WORLD 

CHAMPIONSHIP .21.99 

NINTENDO WORLD CUP .20.49 

OTHELLO .11.99 

PANG .19.99 

PINBALL DREAMS .19.99 

POPULOUS .22.99 

POWER PAWS.23.99 

PREHISTORIC MAN .19.99 

PRINCE OF PERSIA .19.99 

R-TYPE .24.99 


RENANDSTIMPY .22.99 

ROAD RASH.21.99 

ROBIN HOOD .19.99 

SENSIBLE SOCCER .20.99 

SPEEDY GONZALES .26.99 

SPIDERMAN 2 .19.99 

STAR TREK .16.99 

STAR WARS.22.49 

SUPER MARIO LAND.19.99 

SUPER MARIO LAND 2.25.49 

SUPER MARIO 3 

SUPER MARIO LAND 3 - 

WARIO LAND-.21.99 

SUPER RC PRO-AM .21.99 

TALESPIN.19.99 

TEENAGE MUTANT HERO 
TURTLES - RADICAL RESCUE ...19.99 

TERMINATOR 2 .15.99 

TESSERAE .17.99 

TINY TOON ADVENTURES .21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS ...21.99 

TITUS THE FOX .19.99 

TOP RANKING TENNIS.19.99 

TRACK AND FIELD.19.99 

TROLLS.23.99 

TURTLES 2 .16.99 

VIKING CHILD .16.99 

WORLD CUP STRIKER .22.99 

WORLD CUP USA '94 .24.99 

YOSHI’S COOKIE .18.49 

ZELDA - LINK’S AWAKENING.22.49 

ZEN - INTERGALACTIC NINJA ...19.99 
ZOOL .21.99 


S. 


CALL FOft A FREE 16-PACE 
COLOUR CATALOGUE 


MULTI PLAYER ADAPTOR 
" * FOR SUPER NES FOR SUPER 
, -•«’ BOMBERMAN AND OTHER 
* * FOUR PLAYER GAMES 

_ZZI _ 21.99 

GAME GENIE (GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES, 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR .. .12.99 

HI-FI AUDIO LEAD - SNES TO STEREO (1.5 METRES. 

SNES CONNECTION TO 2 x PHONO PLUGS .9.99 

NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) .15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC).6.99 

DUST COVER FOR SUPER NES (CLEAR PVC) ..4.99 

LOGIC 3 MULTI CASE CARRY BAG WITH 
COMPARTMENTS FOR LEADS, JOYPADS 
AND GAMES .12.99 


GAMEBOY EXTRAS 


PROTECTOR CASES FOR CARTS 
[PACK OF 4). PROTECTS CARTRIDGES 
FROM MOISTURE AND DUST .i 


CAR ADAPTOR FOR GAMEBOY (PLUGS 
INTO CIGAR LIGHTER FOR POWER) 



GAMELIGHT FOR GAMEBOY 
(FOR USE IN THE DARK) . 


SAITEK BOOSTER BOY 
HOUSES GAMEBOY. 
TURNING IT 
INTO A TABLETOP 
MACHINE WITH 
SCREEN LIGHT AND 
MAGNIFIER, 

MINI JOYSTICK, 
SOUND AMPLIFIER 
AND SPACE FOR STORAGE. 

REQUIRES GAMEBOY MAINS 

ADAPTOR OR BATTERIES.22.99 



GOLDSTAR CI14A80 14” TV 

COLOUR TV/MONITOR WITH 
REMOTE CONTROL AND SCART INPUT. 
ON SCREEN DISPLAY 

SLEEP TIMER, ON TIMER .169.99 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE, CD32 OR SNES) 


HANDY BOY FOR 
GAMEBOY. 
MAGNIFIES AND 
LIGHTS SCREEN, 
AMPLIFIES SOUND 
AND ACTS AS A 
MINI JOYSTICK 
21.99 

KONIXG.B. 
HOLSTER FOR GAMEBOY 
(ATTACHES TO BELT) 


LOGIC 3 GAMEBOY 
DELUXE 
PROTECTOR 
CARRY 




GAME GENIE FOR 
GAMEBOY (not shown) ...24.99 


S'txecicU 
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JOIN now from just £4.00 

READ Special Reserve Magazine 

48 Page colour club magazine sent bi-monthly to members 
only. The latest Reviews. Charts & Release Schedule 

? CHOOSE from our Huge Selection 

Disks, CD's, Cartridges, Utilities, Education, Home Office, 
New Technology and Hardware. 16 Page colour catalogue. 

BUY at Best Possible Prices 

I Just one purchase from Special Reserve will normally 
save you the cost of joining. Top discounts on all products. 

SAVE with our Special Deals 

Always hundreds of Special Reserve Offers Top games at 
prices you won't believe and hardware at amazing reductions. 

SAVE MORE with our XS Coupons 

Money-off coupons worth over £180 a year off top games. 
} You'll find them on the back page of each club magazine. 

AND ENTER our FREE competitions 

Six reasons why over 200,000 people have joined 
Special Reserve, the biggest games club in the World! 

We only supply members but you can order as you join 

Just send in the formbelow or phone. There's no obligation to buy. 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PA6E COLOUR CATALOGUE - JUST ASK 


CLUB SHOPS 

OPEN 10am TIL 8pm SEVEN DAYS A WEEK! 

CHELMSFORD - 43 Broomfield Rd 

just around the corner from the bus station 

SAWBRIDGEWORTH - The Maltings 

200 yards from the train station 

AMIGA CD32 CD BASED CONSOLE 
ALSO PLAYS AUDIO CD's VIA STEREO OUTPUT 
AND VIDEO CD's VIA OPTIONAL FMV ADAPTOR. 
SPECTACULAR VOYAGE PACK 
WITH MICROCOSM AND CHAOS ENGINE 
PLUS ADDITONAL WING COMMANDER, OSCAR, 
DIGGERS AND DANGEROUS STREETS GAMES 
(WHILE STOCKS LAST) .229.99 

ATARI JAGUAR 64-BIT CONSOLE 
WITH JOYPAD AND CYBERMORPH GAME 
FIRST SUPPLIES EXPECTED IN JUNE 
FIRST COME FIRST SERVED 
GENUINE UK VERSION.229.99 

6 MONTHS ONE YEAR TWO YEARS * 
MEMBERSHIP MEMBERSHIP FREE HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

[ OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

1 WEONLY SUPPLY MEMBERS BUT >/OU CAN ORDER AS YOU JOIN. 

All prices include VAT and carriage to UK mainland. See base of order form for 5 
overseas surcharges. We supply hardware orders to UK mainland addresses only, z 
(PLEASE PRINT IN BLOCK CAPITALS) 



MEMBERSHIP FEES 


HIGH 


I Name 

I 

! Address_ 


! Phone Machine 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


1 

j item 


[item 


litem 


l 

1 item 



I ALL PRICES INCLUDE UK POSTAGE & VAT 
I 

Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No_ 
j Card expiry date_Signature_ 


| Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World) 

Software orders please add £2.00 per item. Non-software items 
please add 25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 

Order/Confirmation/Receipt sent for every order 
We only supply official UK products Official suppliers of all leading brands. 

We sell games and peripherals all at amazing prices for Megadrive, 
Mega CD, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga. Atari ST, PC, CD ROM. CDi, CD32 and Apple Mac. 

Inevitably some games listed may not yet be available 
Please phone sales on 0279 600204 to check availability before ordenng 
We reserve the right to change prices and offers without prior notification. 
PRICES CORRECT AT TIME OF GOING TO PRESS 25.4.94 E & O.E 
Inter-Mediates Ltd. 2 South Block. The Maltings. Sawbridgeworth, Herts CM21 9PG. 


















































































































































































































































































































































































SUPER NINTENDO $ 8 MB CART 0 BATTERY BACK UP 0 LARGE SCALE PENALTY SEQUENCE 0 SUPER MULTIlMf|A£QyED CPU TEAMS 0 32 



I DESIGNED AND DEVELOPED 
IN GREAT BRITAIN 


Nintendo® 


Striker M and 
t 1992. Rage 
Software Ltd. 

All rights reserved 
World Cup Striker v and 
c 1993. Rage Software 
Ltd. Used under licence 
by Elite Systems Ltd. All 
rights reserved. 


LICENSED B 
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Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England. 
_ Telephone: + (44) 922 55852. Fax: + (44) 922 743029. 


































